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The Al engine is so sophisticated that it Warzone 2100 slams the 
allows you to recycle the experience of door on other top-down 2D 
your field units into bigger, better and strategy games. It show- 


ou te design and build ¥ even more fierce war machines. cases a lightning fast, fully 
more than 2000 battle units. That's i Povo: time, combat units become more functional 3D game engine 
right. Unit designs aren't predeter- accurate, command units command with a rotatable and zoom- es 
mined for you. Use your own wits to larger groups of troops and repair units able camera for fast and 
create an unbeatable battle arsenal. repair faster and more efficiently. furious gaming action. 


Not just eye candy, you'll 
experience true line-of-sight 
and fog-of-war effects. 
Strategically placed radar 
units warn you of hidden 
enemy units and allow you 
to lob mortar shells over 
mountain obstructions. 
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iT’S THAT SIMPLE. 


Purchase any Interplay titles between 
March 1, 1999 and February 29, 2000, cut 
out and send in the UPC's, and we’ll reward 
you with free games, accessories, or even 
your very own dream system! 


15 urc’s 


For more details, see specially marked Interplay packages, 
visit us at www.interplay.com/mostwanted 
or call 1-800-INTERPLAY. 
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“HEY BIG BOY, 
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Don’t just sit there! Grab your 
joystick and engage 

in white-knuckled 3D combat 
action and tactics that will leave 
you quivering with excitement. 
MEV ee Cyr melsCecm bib er-be-tito (rel 
military hardware and 

_” personnel for your combat 
pleasure. Or pain. Tanks, 
helicopters, bombers, infantry... 
it’s all here and then some. Play 
alone or dish it out online. But if 
you come packin’, you’d better 
be ready for action. 
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Come and get it at local 
EB Stores, Babbages, CompUSA, 
and other major retailers. 
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Happy Birthday 


A centennial celebration by Steve Bauman 


ou are holding in your hands a special issue of the magazine—number 100. We've now been 

in operation for a full century. To help celebrate this historic issue, we’ve teamed up with 

Cavedog Entertainment to produce four separate covers for the magazine, each with a differ- 
ent image from their game Total Annihilation: Kingdoms. Collect all four—we won't mind. 

In light of this major anniversary, we considered a number of feature stories that would attempt 
to encapsulate 100 years of computer gaming. We discussed a retrospective of all of our past cov- 
ers, innumerable “Top 100 Games of All-Time” lists, pictures of past editors or timelines of those 
100 years. 

Instead, we decided to limit our celebration to this editorial that will try to sum up these 100 
years of gaming in 850 words (or less). 

100 years ago, computer games were in their infancy. Our grandfathers, and their grandfathers, 
speak of these early days of computer gaming with a hushed reverence usually reserved for dis- 
cussions of great historical leaders or the merits of Dr. Who. Instead of launching rockets at each 
other from the safety of their homes, people in that era would actually sit in their thatched huts 
and throw dirt at one another, hopefully landing that critical hit that would draw blood and anoint 
them leader of the tribe. Within those heroic clumps of God's great earth were the minerals that 
would form the basis for the computer revolution that was to come. 

Inspired by a tight-knit community of gamers with an insatiable appetite for information (and a 
paralyzing fear of “real” work), a renegade group of cave dwellers broke away from the pack to cre- 


ate a magazine that would revolutionize this infant art form. Originally distributed on hand-carved 
stone tablets, it was dubbed Strategy Plus. 


In those early days, there was little to write about. Computers didn’t exist. Computer games did- 
n't exist. But that didn’t stop our early editors and contributors, who managed to create crude but 
detailed articles extolling the virtues of certain dirt and rock combinations, reviews of variations on 
“toss the clump,” and previews of upcoming dirt modifications. 

Unbeknownst to them, these brilliant men and a single woman (this was well-before the 
Supreme Court forced “gender integration” upon all magazines) were at the forefront of the most 
significant historical event since Martin Luther nailed a list of grievances to the door of Lenin’s 
tomb and launched the Industrial Revolution. As the first computers started to appear (believe it or 
not, they didn’t even have 3D accelerators!), Strategy Plus went through a monumental change, 
appending Computer Games to its name. This incendiary act was greeted with equal measures of 
outrage and astonishment, but the world was changing, and we were along for the ride. 

We weren't the only institution in society experiencing major upheavals. Families began to 
move out of caves and huts and into other dwellings constructed from sturdier materials. In those 
halcyon days, primitive computer games began to take shape. The essence of what would eventu- 
ally become the games, the actual program code, was verbally passed from user to user in a man- 
ner not unlike the Franciscan monks who, until the invention of the desktop publishing, orally 
transferred the bible from generation to generation. The oral tradition of computer gaming per- 
sisted until the first computers were invented; these machines actually allowed people to type in 
these wondrous programs and generate output on small pieces of paper. Eventually that paper 
was replaced by monitors that displayed the data in living, breathing color. 

As the hobby evolved, so did the magazine. After a few years of operation, stone tablets were 
replaced by etched tree bark, which in turn was replaced by handwritten pages. Eventually it was 
typeset, and today we use incredible machines that are able to generate the beautiful pages you 
see in front of you. 

Our content has also changed. Stories about dirt eventually evolved into dirty stories (mostly 
about Lara Croft). Who knows, maybe tomorrow the magazine will write itself and we can all fade 
into superfluousness. We can only hope. 

Today we stand at a crossroads. Almost every neighborhood now features special phone 
cabling that actually allows them to talk to another person, even if they’re in another city, state or 
even country! An electronic revolution looms on the horizon, and every day, these machines 
become a more vital part of people’s lives. True visionaries point to a future where the entire world 
could be connected via a web-like mass of linked machines. 

These are amazing times, and that calls for an amazing magazine. We're ready to face the new 
millennium with the same visionary eye toward the future possessed by our esteemed past editors, 
may they rest in peace. In closing, let’s hope the next 100 years of the magazine are as productive 
and revolutionary as the first 100. @ 


[At press time we were informed that this is 


actually the 100th issue of the magazine, not its 
100th year of operation. We regret the error.] 
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TAKE THE HILL. THE EARTH TREMBLING. BLACK WITH BLOOD, 


® HEAVY FOOTSTEPS DISSOLVE J#TO A STEADY RHYTHM OF © 
THUNDEROUS BLASTS. MINDS AND'LEGS NUMB. GET TO THEY 


& HILL. FIERY ARROWS RAINING FROM ““ABOVE, BLACK WAKE! 
| WEAVING A SUFFOCATING. BLANKET \OF*FEAR. MY MEN 
_ CHOKING THEIR FINAL BREATHS. JUST MAKE IT TO'THE ¢ 

“HILL. SCREAMS FROM BEHIND? ARE WE FLANKED? SHADOWS 
/ ADVANCING LIKE A DEATH SHROUR gTHE HILL. 
GET TO THE HILL, 
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In Myth II: Soulblighter, panic 
is your greatest enemy. It's up to 
you to remain calm and focused : 
during the frenzy of battle. You devise 
the strategies. You make the crucial 
decisions, And everything comes into play. With Myth II: Soulblighter's real world, 
3D environment, ground positions become critical. Archers shoot farther from hills and 
bluffs.. Dwarven grenades roll down hill. Trees block arrows. You either use the terrain 
to your advantage or suffer the consequences. And with Myth II: Soulblighter's rotating 
battlefield camera, you can watch the combat unfold from every angle. Everything that 
made Myth: The Fallen Lords 1997's Game of the Year is here. With better game PRY +. 
gtaphics and a whole new storyline with new units and new levels. Plus an editor that, 
lets gyou make your own maps, modify units and even change the force of " 
gravity. And of course, there's bungie.net, the world’s best 
free’ site for multi-player gaming. Fully redesigned and 
ready to host worldwide carnage. The question is 


are you ready for Myth II: Soulblighter? 


To order Myth II: Soulblighter 3 
BUNGI JE call 1-800-295-0060 or visit our 


website at www.bungie.com. 
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Microsoft 


As the front-line commander, all eyes are on you. Ask your 
soldiers to do something silly and you can expect a mutiny. 


But with every battle you win, their morale gets better. 


Bringing a whole new meaning to survival of the fittest. 
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How far are you willing to go to keep your men alive? There are 
no rule books. No how-to guides. You've got to use your head, 
improvise, and change your tactics at a moment’s notice. Are 


you up for the challenge? 


As the war drags on, the technology gets better. You can choose 
between rocket artillery, off-map artillery, flamethrowers and 
80 different vehicles, to name just a few. Not to mention over 
300 squad types and 60 different kinds of soldiers. 


1941 to 1945. Four grueling years of war. Four dramatically different 
seasons. From mind-numbingly cold winters to impossible-to-budge ' 
muddy springs. Every weather change comes with a new set of 


problems. You won’t make it if you aren’t prepared. 


Take your troops from the open field tundra to Berlin. Maps are 


bigger and based on actual aerial photographs with amazingly 
accurate elevation detail. The maps may be historic, but the 


outcome of the war is unwritten. Will history repeat itself? 
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yourself advancing in rank and commanding more units. www.microsoft.com/games/closecombat 
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Out of the shadows 


Real-time voice is becoming a reality by André Vrignaud 


ately I’ve written a couple of columns dis- 

cussing the need for real-time voice for 

online gaming. In those I’ve stated my 
opinion that the lack of real-time voice support 
is likely the greatest single obstacle to online 
gaming becoming more popular. Many of you 
agreed. I've received quite a few letters from 
people who all wanted this capability, and 
wanted it now. Well guess what? It seems we 
have at least one solution available quite a bit 
sooner than | might have originally thought. 

Shadowfactor Software (located at 
www .shadowfactor.com) has developed a tool 
called Battlefield Communicator that allows 
players to communicate in close to real-time 
using IP (Internet Protocol). This means that 
you can play a TCP/IP game like Quake // or Sin 
and also be able to talk to your friends/team- 
mates over the same modem connection. 
Shadowfactor is composed of four people— 

programmers Rod Toll and Paul Newson who 
initially founded the company, and Isabella 
Carniator and Joanne Toll, who work on the 
website and help manage beta tests. Their 
inspiration for creating Battlefield 
Communicator came from their frustration at 
coordinating Quake /I/ Capture the Flag games 


The need for real-time communication in 
Quake II CTF games inspired the creation of 
Battlefield Communicator 


shooters such as these. (Note however, that 
there’s no requirement that you have to be 
playing a game to use Battlefield 
Communicator—it works just fine as a stand- 
alone Internet Telephony solution.) 

Hardware requirements are quite reason- 
able—any Pentium-class machine should be 
able to run the software package. You also 
need a full-duplex soundcard, DirectX 6.0 and 


Obviously, being able to speak in real- 
time to teammates would be a huge help 


at reducing the classic “Death by Typing” 
syndrome so prevalent in first-person 


shooters... 


among team members. Obviously, being able 
to speak in real-time to teammates would be a 
huge help at reducing the classic “Death by 
Typing” syndrome so prevalent in first-person 


Battlefield Communicator 


Session Errors 


Real-time statistics displayed in an elegant 
interface make BC a joy to use 
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speakers and a microphone (obviously, as 
Shadowfactor's “Psychic Emanation” to Speech 
CODEC is still in early development). The instal- 
lation procedure is also very nicely done. A wiz- 
ard runs you through testing your configura- 
tion, including checking to make sure you do 
have a full-duplex soundcard, automatically 
setting microphone recording levels, and final- 
ly, letting you do a loop-back test on your local 
machine so that you can test (and hear) exactly 
how your setup is working without having to 
go live on the net. Fireteam creators and other 
game companies take note—this is the model 
to follow for the installation and customization 
of real-time voice in your games. 

So how does it work? Surprisingly well. 
There is definite latency over modem connec- 
tions, which means the person you’re speaking 
to won't hear your voice until 1-2 seconds after 
you've spoken, and vice-versa. This is probably 
right on the edge of tolerable for real-time 
action games, but does take some getting used 


Features such as this automatic microphone 
calibration tool in the setup wizard should 
be required for future real-time voice- 
enabled games 
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to. However, over a LAN or high-bandwidth, 
low-latency connection such as a cable 
modem, communication is extremely close to 
real-time. 

The downloadable client supports one-to- 
one communications; should you wish to have 
a larger group of people, you need to down- 
load the server software which can support up 
to 32 simultaneous users. Client bandwidth 
requirements are fixed; if you can chat with 
one person while playing Quake, you can chat 
with all 32 over the your same fixed band- 
width. However, for more than one-on-one 
communications, someone must be running 
the server host, and that person’s bandwidth 
requirement goes up depending on how many 
people are communicating. A full 32-person 
voice chat would probably require a dual ISDN 
connection (~128Kb) or cable modem 
(~1.5Mb-obviously overkill). However, a three 
to four-way game/chat of something like 
StarCraft could probably be hosted off of a sin- 
gle 56Kb modem connection. (And again, for 
the sake of clarity, that’s only a requirement for 
the server host; the clients communicating 
with that server could use a 28.8Kb modem 
and work just fine.) 

For a nice final touch, Shadowfactor is plan- 
ning on licensing out their technology to inter- 
ested game companies. This means that we 
finally have a solution that a) you can use now, 
and b) has the potential of being integrated 
into the code of your favorite future games. 
The game companies win, as they don’t have 
to try and develop this technology themselves, 
and you win as this real-time voice capability is 
better integrated into the game experience. 

In short, do yourself a favor and at least 
check out Battlefield Communicator. The new 
v1.1 release has removed the fifteen minute 
limit on evaluation versions; you now have up 
to 30 days to check it out. And it’s only $25 to 
register if you should like it. | think you will. 

Write to us at overthenet@cdmag.com after 
you've checked Battlefield Communicator out 
and let us know what you think! 
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There's nowhere in this world you can't go. 
Real-time moveable sectional charts and interactive 
vector maps allow accurate navigation across 
16,000 navaids j in 200 countries, including over 
13, 000 Tanways at sal airports. 


The aircraft you are about to fly is fully operational. 
The game features accurate cockpits and avionics, 
all in the correct proportions and layout of the 
Original aircraft. Every gauge, switch, and knob in 
the cockpit is ready for interaction, thanks to the 
most meticulously detailed cockpit to date, with 
multiple interactive interior views. 
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“It's the m inst realistic asian! aviation flight 
simulator ever created for the PC. Integrated 
flight planner and aircraft load out allows — 
- 7 visual planning of cross-country flights and 
user-defined {uel, eae, and cargo loads. 


° Everything from mountain peaks to sea level 
is accurately represented. The Global Digital 
Elevation Model (DEM) recreates elevations 
throughout the world. 


YS moe dd _| © Internet-ready support allows for text and live 


“No Altitude Ineut | | | chat communications with up to 7 other pilots. 
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Mme | Ce ~~ (|? FLY! Now allows you to pilot your aircraft ina 
eres a. on Sereeee sea variety of pre-configured conditions and scenarios. 
~ = + See New York, Los Angeles, San Francisco, Chicago, 


and Dallas/Fort Worth in high-detail satellite imagery 
and Stunning aD models of key buildings and landmarks. 


= ate * Native 30 hardware support for Microsoft Direct 30, 3Dfx, 
eee : . Glide, Rendition Redline, NEC PowerVR, and Apple Rave. 
PN : ee a 
“ | ¢ Available for the Mac and PC. 
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Whence goeth the genre? 


End of the year reflections by Scott Udell 


often get reflective this time of year. I’m 

working on this column in December, 

which is the month of my anniversary with 
the magazine. My third year with the magazine 
has just wrapped up, conveniently right around 
the time of the Christmas release season, which 
is normally one of the biggest in the industry. 

1998's been an odd year, from its earliest 
days right up to and through the holiday buy- 
ing frenzy. With the notable exception of 
Starcraft, few big-name “A” titles shipped this 
year. This isn’t to say that the strategy games or 
wargames that did ship are all bad—far, far 
from it—but few of the ones expected to make 
a big impact are going to do so this year, and 
that is surprising. You see, normally publishers 
rush out a bunch of games in time for 
Christmas, flooding us (both the media “us” 
and the game buying “us”) with far more titles 
than we can handle (or afford) in a short period 
of time, something often done at the expense 
of game quality. 

This year, though, it’s been different: while 
there are swarms of the expected action and 
Sports games, and sims and adventure/RPG 
releases are even increasing, there have been 
very few strategy games, big or little, released 
in late ‘98. This does not mean that strategy 
games are dying—rather, we expect the first 
quarter of ‘99 to be one of the richest first 
quarters ever—but maybe, hopefully, it 
means that game publishers are, growing up 
a bit, both realizing the folly of shipping 
almost everything in one very competitive 
period and the folly of shoving games out the 


ile Phase Units Melee 


TalonSoft’s Battleground: hile inti sil th 
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door unfinished to do so. 

Conventional wisdom says that spring is a 
poor sales quarter, so it will be interesting to 
see how sales of A/pha Centauri, Civilization: Call 
to Power, Command & Conquer 2 and Heroes of 
Might and Magic III go during this period. 
Perhaps strong sales will tell publishers they 
can release stuff year ‘round. Even more impor- 
tant, it will be very interesting to see how these 
delays impact the games’ quality—will we be 
subjected to fewer bugs and design flaws than 
we've grown accustomed to...please? 

Okay, so we've dealt with the big titles we all 
expected to see this year; what of the next set 
of big titles? It’s always fun to ponder the 


Chickamauga will be something to watch close- 
ly, as it could be a way for wargames to flourish 
and become a strong niche, if not grow again. 
Also, hints out of Hasbro show that they are 
likely to do something with their Avalon Hill 
properties; we can hope that maybe they'll 
treat them as some movie conglomerates treat 
their art studios, producing titles for their quali- 
ty and gaming value (and recognition gained 
from that) instead of mass market appeal. And 
other publishers, including SSI, are committed 
to working on wargames on into the year 2000 
(although it'll be interesting what Mattel, which 
just bought The Learning Company, which ear- 
lier bought Mindscape, which earlier bought 


hopefully, it means that game publishers are, 
growing up a bit, both realizing the folly of shipping 
almost everything in one very competitive period and 
the folly of shoving games out the door unfinished... 


future, although such ponderings often trail off 
into cries of “wargaming is dying,” “turn-based 
is dying,” or even “all strategy gaming is dying!” 
Frankly, such prognostications (especially the 
last one) are largely bogus, although it’s cer- 
tainly fair to say changes are afoot across the 
genre. In wargaming, TalonSoft is still cranking 
them out; their upcoming experiment with 
direct mail distribution of Battleground: 


Reinforce Stour Sitio. AA ae Options Help 3 


ace ce 


e distribution method they are testing take off? 


SSI, will do). As for turn-based dying, just look 
at some of the most anticipated titles: A/jpha 
Centauri, Call to Power, Heroes ///—all turn- 
based. Their sales will be the gauge for turn- 
based in the future, a future that may mix turn- 
based and real-time (see, for example, this 
month’s preview of Shogun: Total War, a game 
that, from indications, is only the first in a 
series). Also, if certain designers would get off 
their snobby high-horses and put orders-while- 
paused capabilities into their real-time games 
that would do wonders for opening up those 
games to turn-based fans. 

As for the genre itself being dead, | say bah 
humbug. Yes, we'll have action games with 
strategy elements, and they may be popular. 
Yes, we'll have RPGs with strategy elements, 
but then the two genres have always been 
close (especially when it comes to tactical com- 
bat). | don’t see any of those, though, drowning 
out or replacing “pure” strategy gaming. In fact, 
given the hints I’ve seen, I’m thinking that '99 
could actually be a very good year indeed. ii 


Turn-based isn’t dead; from Alpha Centauri 
to HOMM Iil to the strategic portion of 
Electronic Arts’ Shogun (pictured), there'll be 
plenty for the ponderers 
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FIGHTING STEEL combines the 
depth of a detailed sim and the tactical 


challenges of the finest wargame while 
re-creating the spectacular naval gunnery 
battles of WWII from 1939-1942. Command 


ships from the British, German, American and Japanese fleets — everything from a single 
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ship to a Task Force consisting of several divisions — in real-time action! Combat takes wes: or call: 1-800-716-8503 
place in a true 3-D world. An auto-camera allows you to view the action from many with Visa/MasterCard 
different camera angles — without losing sight of critical events as they soe weil eg {ANorth Americg onty).- 


unfold. And a powerful, easy-to-use interface lets you concentrate 
on strategy and tactics, so you won't miss a shot! 
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Developed by re aie 


Windows® 95/98 CD-ROM” www.fightingst eel .com 
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The RPG renaissance 


An unrivaled legion lurks in the wings by Cindy Yans 


brimming with wild enthusiasm about 

one of their latest titles, The Longest 
Journey is very easy on the eyes. It is fairy tale- 
esque. It is a traditional 2D/3D adventure. We 
smiled politely, oohed and ahhed about the 
graphics and sound, while knowing full well 
that no matter how beautiful, stylized and well- 
crafted they may be, there is a reason that we 
are not seeing many new traditional point-and- 
click adventures. They simply don’t sell. 
LucasArts doesn’t seem to care, but a whole lot 
of other folks do. 

As has been obvious for a while now, this is 
not the case with role-playing games. But until a 
recent cumulative assessment of just what's in 
the queue, | didn’t really realize how not the 
case it is. As of this writing there are, count ‘em, 
at least 23 rather high-profile RPGs slated to ship 
in 1999, Of course not all of them are hard-core 
RPGs, but most of them are at least half pure, 
and if we were to add to them the games that 
describe themselves as “having RPG elements,” 
the number would skyrocket even further. 

Refer to the chart to briefly visit 23 of the 
top titles, minus Baldur’s Gate which is not with 


while ago, Funcom visited our offices just 


TH ORA OF RPGS | 


us at the time of this writing, but certainly will 
be as you read it. Done? Good. Even consider- 
ing the days of the near-ubiquitous Gold Box 
games, this certainly has to be an all-time 
record in terms of single-year quantity (and did 
you notice how many things are “going 3D?”— 
a serious reason they're leaping ahead of 
adventure games). Certainly some might argue 
that Diablo clones are not really RPGs at all, but 
in general, almost everyone would agree that 
no matter how many hybrids are out there, all 
of these games are RPGs in spirit. And of course 
the list comes with the caveat that, “no date is 
a firm date.” We may see some of them slip 
into the year 2000, or even into oblivion. 

The games appear in alphabetical order, as 
tempting as it was to “prioritize” them, but it 
would be interesting to hear from readers how 
you would prioritize them. What is the order in 
which you anticipate these games from most 
to least thrilling? And if you don't have time to 
rank all 23, five or six would still do the trick. 
Write to me at cyans@cdmag.com. Also, there 
will probably be even more of them by the 
time you read this, so don't yell if I’ve left some- 
thing out. @ 


we Publisher © Minimalist take _ Expected by 
Anachronox lon Storm Third-person anime with real-time combat 1999 
Asheron s Gall , Microsoft es Full 30, quest heavy romp for online-only 1999 
Darkstone a : Take: 2 interactive Diablo 1.5? April 1999 
Everquest ag 989 Studios , Massively-multiplayer world rich in character choices 1999 

Good and Ev Evil Cavedog Ron Gilbert's odd hybrid Winter 1999 
Lands of Lore MW | Westwood Sutis sp Gladstone. Again Fall 1999 
Legend of Blade Master | | Ripcord | wae Single and multiplayer fantasy 1999 

Legend tthe Five Rings Ronin Activision Samurai magicians search out ancient artifact Spring 1999 
Middle arth Sierra Online- -only multiplayer game set in the Tolkien universe Fall 1999 
Might and Masi vi New Word Computing Advanced 3D engine reigns ona continent adjoining Enroth March 1999 
Nox : | Westwood Studios mig 3D non-accelerated game with magic in 3 decorator colors Fall 1999 
Planesca . Torment : Interplay : Based on TSR’s compelling, macabre multiverse Summer 1999 
Revenant a Eidos Interactive : ! You're dead, but it’s OK March 1999 ? 
SepteraCae Legag ofthe Creator ‘Valkyrie Studios y Science- fantasy epic Spring 1999 
Soulbringer - Gremlin Interactive ei Real time combat and the Five Elements 1999 
Stonekeep 1 pe sia sges Interplay : " Sequel to Stonekeep, perhaps with a new box design? Winter 1999 
Swords and ‘sorcery " Westwood Studios i DW. Bradley of Wizardry fame’s latest venture | Summer 1999 
system st Shock W / : Looking Glass : Sc fi/horror with “in-engine character generation system” : Spring 1999 
Ultima: Ascension Origin Systems : The dassic series goes 3D with action elements Winter 1999 
Vampire the Masquerade oe Activision ures “White W Wolf's tabletop game goes 3D Fall 1999 

| . s nes VR- % y | "Intersection of dreamworld and reality TBD 

Wheel of Time suas anus art interactive “ Customizable dtadels and steal the lag 1999 
Wizard 8 " Searching for one 4 The classic series gore 3D TBD 
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The Anachronox folks tote 
some ia! serious guns 


One very serious harpy from 


» Might and Magic VII 


Planescape: Torment’s 
tower of living skulls 


Revenant has that RPG “classic” feel [ii 
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| Swords and Sorcery is another 
with the “classic” RPG look 
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Burnt out on the standard RPG? 
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Survival of the fittest 


Are hardcore sims an endangered species? by Ben Chiu 


TAS cag ‘a Ws 


his natural selection theory of evolution, 

commonly expressed as "survival of the 
fittest." In the simplest terms Darwin's theory 
goes something like this: Those who are the 
most fit to survive, will live and reproduce, 
making the species stronger/more capable of 
survival. Those less suitable to meet the chal- 
lenges of life will die off and disappear. 

To give you a rough example of how this 
works, in man's cave dweller days, those who 
couldn't see very well would likely be suscep- 
tible to animal attacks (and subsequently 
eaten). Uncorrected poor eyesight would 
hamper a person's ability to see/recognize 
danger before it was too late. Eventually, all of 
those with poor eyesight would be killed off 
because only those with adequate eyesight 
would survive and reproduce by passing 
along their genes for good eyesight. 

The sim world exhibits its own version of 
survival of the fittest where "survival" is based 
on sales. Hardcore simulations typically have 
steep learning curves. Unfortunately, the 
majority of the sim buying public has shown 
that, for whatever reason (lack of free time, 
dedication, interest, fill-in-the-blank), it would 
rather be eyeing spectacular graphics and 
blowing up things with minimal mental exer- 
tion and/or time commitment. As a result 
these "lite-er" sims survive in the marketplace 
better than the hardcore variety—which 
according to the theory propagates more 
"lite" sims and less hardcore ones. 
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I n 1858 Charles Darwin began publishing 


It's been called tactically accurate, and everyone calls it fun, but it's never been called hardcore. 
Jane's IAF continues in the vein started by the very successful US Navy Fighters line 


~- bers of NovaLogic titles and how the US Navy 


ity or a desire to adjust to realistic sims later 
on? (Sometimes un-learning something is 
harder than learning it right in the first place.) 
And if these sell well, will this all lead to yet 
even simpler sims because the realm of exper- 
tise for these new "pilots" is even further cont- 
aminated <begin vicious cycle>? 

The other side of the argument is that sim- 
pler sims can attract a segment of the comput- 
er gaming market that would otherwise be 
scared off by more complex simulations. 
(Fighter Pilot has even gotten my four-year-old 
son interested in air combat sims.) This sounds 
good, but what's to guarantee that our down- 
ward cycle won't become reality anyway? Who 
said there was ever going to be a guarantee 
with any of this stuff? 

Although the hardcore sector may be fewer 
in number, we're a much heartier breed and 
subsequently harder to kill off. Even though 
the writing may already be on the wall, all is 
not lost. One solution would be to "adopt" 
new recruits and educate them in the ways of 
the sim head. Teach them about the pride, joy, 
and sense of accomplishment of learning to 
master your aircraft or vehicle, and the satis- 
faction of conquering the enemy and oppo- 
nents using skill and intellect. The "species" 
you save may be your own. Lite sims may be 


By artificially making flying easier is the 
industry in effect breeding less capable sim 


pilots who might otherwise eventually join 
the hardcore ranks? 


Sound far-fetched? Look at the sales num- the bane of the realism fan, but it could also 


be the source of new blood to bolster our 
Fighters series has amassed enough add-ons ranks. The choice is yours. @ 
and versions to rival the Falcon 
series. Think about it. 

But what's perhaps the scariest 
thought comes with the release of 
Electronic Arts' Fighter Pilot (with 
Andy Hollis of Jane’s Combat 
Simulations as executive producer). 
If you haven't seen it, Fighter Pilot is 
an air combat equivalent of the 
runaway hit Deer Hunter. Whether 
its intent was to appeal to the sim 
world's lowest common denomina- 
tor or to appeal to non-sim, arcade 
types is irrelevant. By artificially 
making flying easier is the industry 
in effect breeding less capable sim 
pilots who might otherwise even- 
tually join the hardcore ranks? Will 
leaving out sim staples such as 
cockpit views lead to even less abil- 


Fighter Pilot—the beginning of the end of hardcore sims 
or new recruit magnet? : 
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) It’s a simulator of unparalleled realism, graphics, and 

NY A intensity. You can control everything in the F-16. Every 

sa button, every switch, every aspect of flying the real thing. 
Falcon 4.0 uses the most realistic flight model, avionics, 
and weapons systems available in any flight sim. Plus a 
_ real-time war campaign, multi-user play featuring online 
| dogfighting, and an Instant Action mode with a simplified 
_ flight model. 


There’s combat. Lots of it. Falcon 4.0 is the only flight 
_... Simulation with a completely real-time campaign. 
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7% Gene like war, this campaign carries on while 
| yon plot your next move. It’s multi-player 


EE ALLEL ELIT TAILLE IIL ISLS LEIS LI GE LILLIES LEAL LLL LELE ELLIE LPL ELL ALA LICE PRD EET LE LAA LER LPT AIIE LTE ARIAL AIA ATT ELEN ARINC SNES Sr LaR AAI Lotereosantearnsmccemecositenagesoasmneneenoeanted iReieenoeeD 


~% Technically. it’s still a 


P AEA ELE LEE EE AS IEEE DITA EERE ERNE IV IEPA ERIS ERY ESRF BOSON PHN RISE SOREN PSEA OO TUTE EE 


ae. 


sae eaenaenaaemaeaeenmaeieaehdceichahtaritmtanmtiernnteiaietaertaeinceeennamtcmcmamammarmnonetaniite annrensicascnarnneeacrmnsraneaseesernremnrnnene meemeiensegee are anne emer eee ee 
on 


IOI DI AIA ATID POTD IO LALO DELON I ALTE LOAD IONE LEELA LEAL ESL LEILA LITE L ELL LDL ALLEN LAPD DYESS LORENA LELLOVS EN ONO NHMRC SAE 


compatible, so your pals might be dogfighting MIG 29’s 
while you’re bombing a nuclear power plant. 


Dogfight action will give you even more combat, man to 
man. You can duke it out in the skies one on one, or with 
multiple pilots over the internet. And if you don’t have 
any pals to paint the skies of cyberspace with, Falcon 4.0 
will line you up with plenty of Al pilots. 


Even if you’re new to flight sims, you can jump into battle 
with Instant Action gameplay. Using a simplified flight 
model, you’ll have unlimited ammo, fuel and enemies. No 


briefings, no missions to plan. Just action. 


computer game. 
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Is it experience you need? Falcon 4.0’s 

Tactical Engagement is the most 

extensive mission builder and training 

system in this corner of the solar 

system. You’ll have dozens of training 

missions to hone your skills in all 

aspects of flight. If that’s not enough, The challenge awaits 
you can create your own missions, 

trade missions with pals, or get them 

online. Can you take on the ultimate www.falcon4.com 

in sim experiences? Falcon 4.0 is Available on Windows 95/98 CD-ROM. Visit your local retailer 
waiting. Computer aviation has never or call 1-800-695-GAME day or night (U.S. and Canada). 
seen anything like this. 


oprose.com 


© 1998 Hasbro Interactive and MicroProse, Inc. All Rights Reserved. MICROPROSE and FALCON are U-S. registered trademarks and HASBRO 
INTERACTIVE, the HASBRO INTERACTIVE logo, and FALCON 4.0 are trademarks of Hasbro or its affiliates.MicroProse is a subsidiary of Hasbro. All 
other trademarks are the property of their respective holders. 


42 


VUTITIIIG IIIT Tes 


NO.100 DEMOS / KEYBOARD CONTROLS 


hief: The Dark Project is a 
first-person Action- 
Adventure that intro- 
duces stealth, subterfuge, 
and mystery to a genre in 
which most players are used 


You play Garrett, a cynical 


who must make use of 
stealth and intellect to com- 
plete your missions. You live 
in an ancient city of a fiction- 
al past where magic and 
primitive technology coexist 
uneasily. Your victims are the 
city's corrupt and privileged 
nobility, whose wealth is at 
your disposal as long as their 
guards don't see you, at least 
not until it is too late. 

This demo offers two lev- 
els—one tutorial and one 
actual—which will take you 
through moon-lit city streets 
in this strange, distant realm 
where the laws of this earth 
no longer apply. 


4 


29997790 49 
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Teh 


THE INFO 


Windows 95/98, 166 
MHz Pentium or 
higher, 32MB RAM 
LucasArts 
www.lucasarts.com 


Technical Support 
415-507-4545 
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to multi-weaponed frag-fests. 


and world-weary master thief 


96 secs 


REQUIREMENTS 


enre: First-Person Action/Adventure 


THE INFO 


Windows 95/98, 166MHz Pentium or highe 
32MB of RAM 

Eidos Interactive 
eidosinteractive.com 

Technical Support: 415-547-1244 


KEYBOARD CONTROLS 


Run Forward 
Walk Forward | 


Walk Backward 
Slide Left 
Slide Right 
Turn Left 
Turn Right Os 
Look Up 


Look Down 


Center View 
Crouch 


Attack 


Use Item 


& aT TITS os IIs 


Strategy 


THE IN F 0 
Windows 95/98, ae i 
100MHz Pentium or — 
higher, 32MB of RAM 


| Blue Byte Software 
bluebytecom 
Technical Support: 
847-995-9981 


Resident Evil 2——_ awe: ic-yesm West Front Gene agme_—_ 


re 
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{anata 
wa 
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THE INFO 


Windows 95/98, 
166MHz Pentium or 
higher, 32MB of RAM 
Capcom Entertainment 
residentevil2.com 
Technical Support: 
408-774-0400 


THE INFO 


Windows 95/98, 
133MHz Pentium or 
higher, 32MB of RAM 
TalonSoft 
talonsoft.com 
Technical Support: 
410-933-9191 


Rein: Weg gl ewe scvom age Majette — 


Windows 95 


THE INFO 


Windows 95/98, 
166MHz Pentium or 
higher, 32MB of RAM 
3D0 

3do.com 

Technical Support: 
650-261-3454 


Windows 95/98, 
166MHz Pentium or 
higher, 32MB of RAM 
Dreamworks 
dreamworks-games.com 
Technical Support: 


|| 650-628-1009 


THE INFO 


Windows 95/98, 
200MHz Pentium or 
higher, 32MB of RAM 
EA Sports 
easports.com 
Technical Support: 
650-628-1009 


Strategy 
THE INFO 


Windows 95/98, 
133MHz Pentium or 
higher, 16MB of RAM 
Mythos Games 
mythosgames.com 
Technical Support: 
44-0171-368-2266 


THE INFO 


Windows 95/98, 
150MHz Pentium or 
higher, 16MB of RAM 
GT Interactive 
gtinteractive.com 
Technical Support: 
716-871-6646 


THE INFO 


Windows 95/98, 
133MHz Pentium or 
higher, 32MB of RAM 
Imagic Online 
imagiconline.com 
Technical Support: 
919-461-0948 


CGCD-ROM INSTALLATION 


Place the CD disc in your CD-ROM drive. The disc will autoplay. If it fails to do so, right click on your 
CD-ROM icon (located in “My Computer’) and select OPEN. Double-click the “Install” icon. 


Windows 3.1 


Place the CD in your CD-ROM drive and choose File, Run from the Program Manager. Type 
“D:\INSTALL,” where D: is the letter of your CD-ROM drive, and press ENTER. Follow the instructions 
on screen. After installation is complete, double-click the created icon to start. 


Still having problems? Send a description of the problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the same information to the address below. if you 
have a defective CD-ROM, a replacement can be obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 
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RATING PENDING 


Visit wemesrt.org or coll 
1-800-771-3772 for move ita 


CONTENT RATED BY 
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New point-and- -click mouse interface is easy 
for beginners and familiar to gamers. 
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| above] Discover your inner voyeur with The Sims 


Maxis gets personal 


latest industrynews 
and rumors, be sure to 

stop by ourwebsiteat: — 
WWW.cdmag.com 


Torture your Sims with all sorts of horrible disasters. The worst is, of 
course, being adolescent teenagers... 


SimDeveloper goes back to basics with SimMars and The Sims 


IMCITY PUBLISHER MAXIS HAS ALWAYS DONE THINGS A LITTLE 
bit differently, so it was with some dismay that 1997 saw them branch- 
ing out into genres like sports and action. As the Sim line languished, 
Electronic Arts moved in and purchased the company. The first losses were 
to those non-Sim projects, and according to Patrick Beuchner, PR Manager, 
they’re re-focusing on a small number of extremely high-quality titles. 

First out the gate will be SimCity 3000, which barring any unforeseen cir- 
cumstances, will be on store shelves in February. Maxis is confident it’s the 
game fans of the series really want. “[SimCity 3000] will be the studio’s 
crowning achievement to date,” said Luc Barthelet, General Manager of 
Maxis, “and will reassure gamers that Maxis is back.” Our early look at a 
near-final Beta version of the game shows an evolved product from SimCity 
2000, one that should appeal to fans of the series. 

Maxis won’t be focusing solely on the SimCity franchise. They have two 
new SimGames in development, SimMars and The Sims. Similar in 
approach and scope to Sierra’s ill-fated Outpost, SimMars puts you in 
charge of colonizing and exploring the red planet. In the tradition of 
SimCity, it’s a realistic game, with NASA itself providing the data behind the 
simulation. According to Barthelet, “The game is about adventure, but it’s 
grounded in plausible science.” 

The game will follow the standard formula for games like it—carefully 
grow your colonies, research new technologies, explore the planet with 
probes and surface expeditions, discover new resources and alien technolo- 
gies that will assist you in reducing your dependence on Earth and ter- 
raform the planet to make it Earth 2.0. As with SimCity, the game will be 
real-time, and they’re promising the same sort of open-ended gameplay 
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their signature series is noted for. 

Maxis is adamant that SimMars is not SimCity on Mars. They’ve tapped 
Hollywood talent to work on the conceptual look of the game, and after an 
ill-fated attempt in SimCity 3000, SimMars will be the first SimGame to take 
the 3D plunge. They’re also quick to point out that the game is set in the 
near-future and is grounded in scientific fact and theory, which they say 
“allows for incredible depth and accuracy seldom found in strategy games.” 
We'll find out if this is true later this year. 

And now for something completely different. While it could be argued 
that SimMars is a fairly conventional SimGame, it’s unlikely anyone will 
level that charge at Will Wright’s The Sims, the neighborhood simulator, 
and a game that may very well be the toughest conceptual sell since the 
original SimCity. 

If SimCity is a macro-simulator of a city, than The Sims is the ultimate 
micro-simulator, a game Barthelet dubs a “people simulation.” “It’s a simu- 
lation set in the real world, but this time it’s not about building. At its roots, 
The Sims is about people and relationships.” 

You control a neighborhood of Sims, and it’s up to you assist them in 
pursuing a career, establishing relationships and ultimately “becoming 
happy.” You can select pre-generated or creator your own via a point dis- 
tribution system. Instead of the physical statistics found in a role-playing 
game, the Sims are rated for things like artistic ability and temper. 

The more standard aspect of the game comes when building and fur- 
nishing homes for your Sims. You can choose from pre-fab Maxis-brand 
housing or designs you create. You don’t directly control the Sims; instead, 
you influence them by altering their environment. You help them get work, 


use earned money to purchase new goodies, help them establish relation- 
ships with other Sims, throw parties, flirt, and who knows, maybe even have 
SimBabies. As with other SimGames, the design is open-ended, though there 
will be included scenarios that will test your ability to handle a 
SimEmergency (don’t look for Godzilla in this game, though). 

If this sounds somewhat bizarre, keep in mind that no on thought running 
a city could possibly be entertaining. With over seven million copies of the 
SimCity franchise sold worldwide, it’s obvious a few people found the entire 
concept appealing. Besides, in an environment of The Truman Show, personal 
webpages and fishbowl cams on the Internet, we’re becoming a more voyeuris- 
tic society. In that context, The Sims is the logical evolution of the SimConcept. 

But the question remains whether or not that concept is still viable in the 
days of Command & Conquer and its ilk. As more and more strategy games 
move toward action-oriented combat, it will be interesting to see if the pub- 
lic still embraces the more cerebral SimCity-style of game and the open- 
ended gameplay experiences they attempt to deliver. —-Steve Bauman 


An Unreal Deal 


GT interactive lands sequel and new 
multiplayer Unreal game 


T INTERACTIVE ANNOUNCED AN AGREEMENT WITH EPIC 
Megagames to publish the upcoming Unreal II and Unreal 
Tournament, with a future option to use the technology for other 
games. Unreal II is being developed by Legend Entertainment, who are cur- 
rently using the Unreal engine to create The Wheel of Time, a game based 
on Robert Jordan’s series of books. Legend is also developing a level pack 
for Unreal that will be published by GT Interactive in the Spring of 1999. 
Michael Verdu, Chairman of Legend Entertainment, issued a prepared 
statement on the announcement, saying, “We are excited to be working with 
Epic and GT on Unreal II and the Unreal \evel pack. We have a talented cre- 
ative and technical team applied to these franchise products. For Unreal II, 
we'll be combining new technology, innovative game design and Legend’s 
strong art production capabilities to create a cutting edge action game. 
Unreal fans won’t be disappointed by the results; this game is going to rock.” 


Team play will be stressed in Unreal Tournament 


Although GT Interactive is not releasing much information about Unreal II at 
the moment, they did mention that the level pack will contain new levels (obvi- 
ously), weapons and monsters. 

Of more interest for fans of the game is the announcement of Unreal 
Tournament, a project that was accidentally released to the press via GT 
Interactive’s annual shareholder’s report. Based solely upon the name, 
many speculated that it would be a multiplayer game much like id 
Software’s Quake III: Arena, and it turns out they were right. The game will 
be a skill-based fight against a series of monsters similar in structure to 
David Wright's Quake IJ mod Rocket Arena (or that console staple, the 
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HERE COME THE TOY COMPANIES 


With Mattel’s purchase of The Learning Company, toy companies 
are quickly getting a lock on the top sellers list. If it’s not Mattel 
with Barbie it's Hasbro Interactive with their boardgame conver- 
sions. For serious gamers, the most interesting thing about 
November’s chart is what didn’t make it. While Half-Life made an 
impressive debut at number six (especially when you consider it 
was released two weeks into the month), Sin is conspicuous by its 
absence—it was released at the beginning of the month, so it had 
more time to amass more sales. 


PUBLISHER AvG.cost AST 
DEER HUNTER II 3D GT Interactive $17 1 
BARBIE RIDING CLUB Mattel $32 . 
LEGO ISLAND Learning Company $17 8 
COMBAT FLIGHT SIM Microsoft $39 * 
BIG GAME HUNTER 2 Activision $19 - 
HALF-LIFE Cendant Software $44 . 
BARBIE NAIL DESIGNER Mattel $18 5 
STUNT TRUCK DRIVER Mattel $28 . 
STARCRAFT Cendant Software $41 4 
FLIGHT SIMULATOR Microsoft $44 17 


Souce: PC Data, Reston, Virginia. Month of November 1998 


Fighting Game). In the solo game, the goal is to become “Unreal Grand 
Master.” Players can have Al-enhanced bot teammates fight alongside them 
in both single and multiplayer games as well. Epic is improving some of the 
existing weapons for the game, re-balancing them for multiplayer, and 
adding a few new ones, including the “Redeemer,” a weapon that allows 
you to control the projectile after firing. 

Unreal Tournament isn’t being designed solely for hardcore online play- 
ers. It will include training and novice modes, plus feature a simple inter- 
face to allow people to get online and alter the settings of the game. 
Hardcore mod fans need not fear—Epic is also promising that the game will 
allow you to “make more sophisticated improvements to Unreal 
Tournament than any previous 3D action game has ever allowed.” 

While Epic’s post-release support of Unreal has been exemplary, it’s 
taken them six months of patches to get the game working reliably over the 
Internet. The lessons learned from Unreal should provide a solid founda- 
tion for Unreal Tournament; however, fans won't be as forgiving if it does- 
n’t work out of the box. -Steve Bauman and James Fudge 


VAMPIRES SUCK 


pa 
Pa 
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ACTIVISION READIES VAMPIRE: THE MASQUERADE— Based on White 
Wolf's original script, Vampire: The Masquerade will cast players ina 
time-spanning epic quest spanning 800 years in the undeath of one 
poor sucker. In their journey through the gothic past to a dark mod- 
ern day, gamers must battle their inner beast and bloodlust while 
hiding their true nature from mortals. We can expect to see the first 
title in Fall 1999, and despite its inherent qualities, perhaps it won't 
suck, -Cindy Yans 
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Seven Kingdoms li and The Fryhtan Wars are trademarks and Interactive Magic is 
a registered trademark of Interactive Magic, Inc. All other trademarks are prop- 
erty of their respective owners. ©1999 Interactive Magic, inc. All rights reserved. 


PRAISE 


for 
Seven Kingdoms 


: “If you missed Seven 
Kingdoms last year, you 


missed the best strategy 


game in a long time.” 


— PC Gamer 


(Review Score: 90%, 
Recipient: Editor's Choice Award) 


> “Like Chan’s Capitalism, 
Seven Kingdoms is deep, 


ero)an)e) (= emr-lalemenrliCcalcalares 
KKK” 
— Computer Gaming World 


> “The detail in Seven 


Kingdoms makes Age of 


Empires look like checkers.” 
~ GamePower 


s a a & & af 
— Computer Games Strategy Plus 


CREATE civilizations out of thin 
air. Choose from 12 nationalities, 
each with its own unique culture. _ 
Construct amazingly detailed build- — | : 
ings, including new military camps, “7 pare ae eat mt 
espionage colleges, and special STS Si. - Shi: i 
training centers. Each time you a Re ou ae 
play will be a fresh experience, 
ierctel cM comesl maaan etarelelen| 


Campaign Generator. 


www.SEvenKincpomsII.com 
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ADVANCE PRAISE 


Seven Kingdoms II 


* “Building upon the success 
of Interactive Magic’s 
empire-building game 
Seven Kingdoms, Trevor 


A. Chan has sought out 


perfection...” 


Seven Kingdoms 


twice.” 


»  ~—- “Seven Kingdoms II is 


its predecessor was and 
nN Y more.” 


‘ 
) 


GOVERN your society your wa’ a lee ae | SLAY monsters, hire them, or 
Micro-manage your resources, ‘d fe, : . | become.them. 7 horrifying 
establish trade routes and set up | “Ffyhtans: Unleash their savagery 
diplomatic relationships. Research | omothers, or find yourself as the 
new technologies and military ; 
methods in the Towers of Scie 
Prepare bold plans of attack, and 
watch your back with spies traine 
at your Espionage College. The 
streamlined interface makes it €asy 
to run your empire. ee 


_ structures include incubators (for 
a producing weapons) and centers 
' for transmitting magic power. 
| Plus: thrilling new Heroes, intro- 
| ducing their own special magic 
f into the game. 


\ 


US met 
ZE FRYHTan Wars. 23st, 


¥ | 


Tue Empire-BviL_pER Witu More. 


SM littiitiice @ Om 


> “If you didn't buy 


when it first came out, 
don't make the same mistake. ' 


— PC Games 


shaping up to be everything 


— Imagine Games Network 


target of their wrath. New Fryhtan 


Dark Reign Il 


Carrying the conflict into 3D 


“ON DARK REIGN OUR 
mandate was to take the classic style of 


real-time strategy games and enhance it,” 
says Josh Resnick, president of Pandemic Studios, 
developer of Dark Reign II. He points out things 
like waypoints, terrain effects, scouting, and the 
tactical control of units, all nice features but not 
things that made Dark Reign stand out from the 
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Great terrain effects are a nice feature, but there’s more 


Starlancer 


World War Il in outer space 


WITH THE ORIGINAL 
creator of Wing Commander, Chris 
Roberts, being one of the founders of 
developer Digital Anvil, comparisons between 
their upcoming Starlancer and the series he cre- 
ated at Origin are inevitable. At least superficial- 
ly, those comparisons are entirely appropriate. 
Developed by the unfortunately named 
Manchester, England-based Warthog, Starlancer 


Bekeey 
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—Mattel is the latest toy com . 


Choose your ship with a simple drag-and-drop interface 


sat 


crowd. The second time around, things 
could be quite different; says Resnick, 
“There are some pretty radical changes 
in the type of game we’re making.” 

The thing he thinks is the biggest dif- 
ference, and the one most obvious 
when starting up an early version of the 
game, is the move to 3D. While you can 
still get a top-down view, the 
minute the camera angle 
swoops to ground level and 
focuses in on squad of realisti- 
cally-sized, polygonal troopers you know 
that this isn’t just a rehash. Resnick obvi- 
ously thinks they have something with 
this 3D stuff (even though there are 20+ 
3D “RTS” games out or due out in the 
coming year); what may make his enthu- 
siasm more than just hype are the scale 
changes they’re implementing. Instead of 
the usual “battle cruiser the size of a tank 
the size of a soldier” kind of scaling, Dark 
Reign II will have realistic scales to its 
units, buildings and maps. 


ly to expand their gaming 


lier acquired Broderbund and Mindscape, who'd earlier acquired SSI... etc, etc. A few days 
later, a lawsuit was filed on behalf of Learning Company shareholders alleging its board of directors breached its fiduciary duty i 
merger. Earlier in the year, Hasbro Interactive acquired MicroProse... 
1ond, WA developer Microsoft have acquired FASA Interactiv 
MechCommander. Where this leaves the MechWarrior franchise is unclear—MicroProse/ 


Tiny Redo 


is an attempt to merge sci-fi with 
WWIl-style combat. While it can be 
argued that X-Wing and the other 
Star Wars space games from 
LucasArts are already mining this 
same territory, Starlancer is trying to 
reinforce this analogy with their 
story. It posits a future where coun- 
tries from around the world (Earth, 
that is), including the 
United States, China, Russia, 
and Great Britain, are bat- 
tling for territory on Earth, 
Mars, and other planets 
throughout the solar system. 
You’re part of the 45th 
Volunteers squadron, and 
it’s up to you to prove your- 
self by blowing up the bad guys, secur- 
ing territories, yadda yadda yadda. 
They’re promising a nonlinear mission 
structure tied in to this storyline, and 
the outcome of your individual missions 
will influence the story. 

Using a drag-and-drop interface, 
players will be able to outfit more than a 
dozen ships with various weapons of 
mass destruction, including Nova 


. ae, 


Whoa! It must have been those beans they ate 


Because of this, the view is shifted closer to 
the action, and you'll have fewer units to com- 
mand (a likely maximum is 50-100 units per 
side). Maps will be a bit smaller but you don’t 
notice this because of the new scaling. You no 
longer collect a resource on the map; instead, 
you manage the use of transportation assets to 
bring you units and building parts from off- 
map. While the 3D introduces new tactical pos- 
sibilities, you'll have your “fodder” units and 
specialty units, base building and defense, and 
lots of combat. Still, Resnick says “I think there 
has been some staleness in the genre”; for 
Dark Reign II he says “I am out to innovate.” 
—Scott Udell 

Dark Reign II * Activision * Windows 95/98 


The look of the game is more gritty and less ostentatious 
than Wing Commander Prophecy 


Cannons, Pulse Lasers, Collapser Guns, and Jack 
Hammer Missiles. The 3D engine for the game is 
being built from the ground up, and features the 
usual 3D accelerated doo-dads. Eight player mul- 
tiplayer support is also planned, but they’re also 
promising computer opponents that “respond 
directly to players’ behavior.” 

Starlancer is scheduled to blast onto monitors 
in late 1999. —Steve Bauman 

Starlancer * Microsoft * Windows 95/98/2000 


Battlezone II 
frame the polish on a sequel 


fa MIN Sey 


DESPITE GLOWING 

"REVIEWS, Battlezone didn’t set the 
world on fire, sales-wise. We’re talking the 

1998 game here, not the original Atari vector- 
graphic coin-op game... and that may be part of 
the trouble. Activision wonders if buyers may 
have assumed this was just yet another “classics” 
port and avoided it for that reason. That’s why 


Great green gobs of greasy...whatever 


Steel 11 Rebellion 


the name for the sequel, 
Battlezone II, is just a working 
title which may change. “Now 
that [the team] have something 
that feels really good, they 
want to polish the Hell out of 
it,” says Josh Resnick of 
Pandemic Studios, developer of 
the sequel. Title 
change or no, the 
sequel is going to 
continue where the 
excellent predeces- 
sor left off; Resnick 
assures us that “We were really com- 
fortable with not tinkering with the 
core [gameplay].” 

The original was a mixture of in- 
the-tank action and real-time strategy; 
not only did you blast across beautiful 
landscapes with abandon, you were 
charged with managing forces and 
resources. If there was a criticism lev- 
eled against the game, it was that this 
was all a bit much to be hit with from 
the start, and Resnick says that one of 
their goals with the sequel is to make 
the game more accessible, both for 


paleser, 


to MechWarrior 3, which is being developed by Zipper Interactive. FASA was allegedly 


on a MechWarrior 4, and Zipper is another rumored Microsoft acquisition target. Hasbro 
ntatives were not ee for comment.. : 
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Swords and Sorcery and the Diablo-esave Nox will now bear the Westwood label. 
NBC Special Report on the U1 
F-15 to demonstrate s 


Scandinavian steel meets real-time strategy 


— YOU MAY NOT HAVE 
F ever heard of Norway and Ireland-based 
Funcom, but chances are you’ve seen their 
work: as a kind of “development-studio-for-hire,” 
they’ve done PC and console titles for the likes of 
JVC, Disney, Sega and Interplay. They’ve decided 
to break out on their own, and for 1999 are inde- 
pendently developing several titles, including the 
3D real-time strategy game Steel Rebellion. 
Called an “action-strategy game” by the compa- 
ny, the focus is definitely on the combat: there 
won’t be any resource management. In the game, 


From a nearly traditional RTS game perspective... 


you are a freedom fighter trying to pull togeth- 
er rag-tag elements into a force large enough to 
free your country from invaders who’ve come to 
stay. In the fiction, you are being financed/sup- 
ported by an outside power, hence no need for 
resource management. While each mission will 
have a primary objective, you can also choose to 
take on secondary objectives, something that 
will earn you more money from your outside 
supporters but that will also increase the dan- 
gers to your forces significantly. 

Similar in design philosophy to 
MechCommander, the game focuses in on the 
detailed control of just a few units—you’ll never 
get more than 10 or so vehicles in a mission. 
Management of your personnel resources will be 
particularly important; individuals improve dur- 
ing missions and carry over from mission to mis- 
sion, and chances are good you'll really want to 
have built up a cadre of experts going into the 
final missions. Between missions you can use 
your funds to put together new vehicles for the 
mission to come: using the 20-25 standard chas- 
sis, you can mix and match the weapons, equip- 
ment, and crew you think you'll need. Once into 


y scenarios of how US forces might attack Iraq. = 


Brand new ATVs for the action-deprived strategy gamer 


action and strategy gamers. For the action gamer, 
early in the game you may get just a vehicle or 
two to control, with strategy elements getting lay- 
ered in as you advance in the game. They’ll also 
be removing some of the “deeper strategy lay- 
ers”—things like the pilot economy and the stor- 
age of scrap—and they’ll simplify the manage- 
ment of forces by having you direct squads 
instead of just individual tanks. All this is aimed 
at reducing the level of micromanagement while 
not getting rid of the strategy component com- 
pletely. For the strategy gamer, perhaps not used 
to the pace of action games, they’l] be improving 
and expanding upon the training, and they’re 
working at making the action side of the gaming 
curve a little easier too. —Scott Udell 
Battlezone Il * Activision * Windows 95/98 


..down to the ground-level action 


battle you’ll order your across detailed 3D maps 
on missions that will be primarily aggressive in 
nature. The tank rushes of other games won’t 
make for good tactics here, however. Line of 
sight and hearing will make for trickier tactical 
situations, so you'll need to make good use of 
caution and stealth at times. 

While Funcom says the game will be finished 
by Easter, they don’t yet have a U.S. publisher so 
the date of arrival on our shores is still uncertain. 
—Scott Udell 

Steel Rebellion * Funcom * Windows 95/98 
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Annihilation: Kingdoms ¢ Ca 


t has been just over a year since Cavedog released 
their first game, the slow-building hit Total 
Annthilation, and already they are preparing to 
unleash a sequel upon the real-time strategy- 
starved public. Unlike Blizzard, who left fantasy 
behind and headed for the stars with Starcraft, 
Cavedog is leaving the stars behind and polishing up 
their swords for Total Annihilation: Kingdoms. Not so 
much a sequel as a new game built around the origi- 
nal engine, Kingdoms promises to add a number of 
improvements to the formula that made Total 


Annihilation a hit with fans. 


The setting for Cavedog’s fantasy epic is the 
mythical realm of Darien. In the past a single 
powerful ruler held sway over said land, but 
since his death Darien has fallen prey to the 
wars waged by his children for control of the 
realm. Each of these children represent one of 
the four elements and rules one of the king- 
doms of Darien—earth (Aramon), air (Zhon), 
fire (Taros), and water (Veruna). Each kingdom 
sports its own unique look and feel, much as 
the different planets did in the original Total 
Annihilation, but Cavedog has made an effort 
to take the level of detail a step further this 
time around. 

One of the biggest criticisms of the original 
game was that it lacked context—the game 
was a blast to play, but the story behind the 
setting could have fit inside a fortune cookie. 
"Total Annihilation was a great foundation and 
a good framework," says designer Clayton 
Kauzlaric. "The gameplay was great, and it was 
good to get those things out of the way first... 
but | really like the fact that we're giving it a 
‘soul.’ Content creation is really a lot of what 
Kingdoms has been about—creating charac- 
ters, giving them an ecology, giving them a his- 
tory. It sounds like frosting, but there’s no ques- 
tion about what it adds to the game." 

The single-player campaign has been a par- 
ticular focus of attention for the design team, 
and some players might be a bit surprised by 


how it plays. Instead of separate campaigns for 
each of the kingdoms there is one epic-length 
story (48 missions at the time of this writing). 
You do not have the opportunity to choose an 
allegiance, but instead change sides several 
times throughout the game. You may spend 
part of the game as the monarch of Aramon 
and look after that kingdom’s interests, then 
switch to the Taros side and experience part of 
the war from their perspective. 

"It really is structured kind of like a novel, in 
a way,’ says Kauzlaric, "where your persona and 
point of view change over the course of the 
story." It does present an interesting opportuni- 
ty to depict a story that is more than a black 
and white conflict, and in which the player 
understands and perhaps even sympathizes 
with the motives of each party involved. 
Whether players will embrace such a unique 
approach remains to be seen; the game’s skir- 
mish maps will still offer the option to choose 
what side you fight for. 


feature _ 

One thing that has not changed is the scale 
of the game, which will feature a total of 
roughly 160 unique units. Each of the king- 
doms is so different that there is almost no 
overlap or duplication of units as there was in 
Total Annihilation, 

Cavedog hopes that the differing build hier- 
archies and summoning methods used by each 


kingdom will force players to change their 
strategies as they change sides over the course 
of the campaign. A player commanding Zhon 
forces will be much more mobile than one 
commanding Aramon forces, for instance, since 
the Zhon can only build a few buildings and 
summon most of their creatures on the move. 
That isn’t to say that each kingdom is locked 
into one best type of terrain—Veruna is at 
home on the sea, but they do have some pow- 
erful land forces, and other kingdoms have 
their own seagoing units. "That's really some- 
thing of their personality, something about 
their capabilities;" Kauzlaric says, "but it’s not 
the end-all of what they are. There seems to be 
a perception that you have to play water ona 
water map, and that is not really the case. We 


‘really just wanted to weight their talents and 


show their abilities in a way that sets them 
apart from each other." 

Units will sport a number of new special abil- 
ities for players to toy with, including priests 
that can resurrect dead units and undead that 
can drain the life force of nearby living crea- 
tures. Certain weapons, such as the Aramon 
Cannon, boast the potential for friendly fire 
incidents. The Kingdoms team has given ships a 
complete makeover in terms of capabilities, 
largely because they felt that the ships in the 
original game were not worth their cost. All 
ships will now be able to transport troops in 
some capacity, and transport ships will be able 
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VERUNA i ae 
Level: 2 
Summoned by: Bastion 3 

| Melee weapon: any combination of 
ADABA A cleaver, hammer, axe, or sword. 
cae CANNON sn A fast attacking melee unit with a crazy 
gleam in its eyes. 


_ARAMON SWORDSMAN 

Level: 1 
Summoned by: Sancek (level + 
building) | 

Aelee weapon: sword & 
1 swordsman features light ay armor and- 

weaponry, but in numbers can over-— 
= cree an nen on the panne 


Summoned by: Aramon Kees (Level 3 
building) 

i XoTale t-te mad-to] XolabmaelalarelaM lel Mise 
explodes on impact - 
A slow but very powerful unit primarily : ; 4 


-Ranged weapons: black or death 
magic spells 

The evil aura of the Lich will decrease the 
health and stats of all units nearby... as 
evil should do. 


Ranged weapon: magical attack 
The Griffin is a fast and fierce fighter 
with the ability to fly. 


_ in uncharted waters... 


used to destroy fortifications or to protect 
_ VERUNA MERWARRIOR veer ll 
Level: 1 a 
- Summoned by: Basic Sea Fort heel 1 ar 
building) : | if * 
Melee weapon: trident F oe tes F 
Unlike many units, the Merwarrior is able — 
to fight effectively both on land and in the ZHON JUNGLE O oe 
Se of. water. Level: 3 
Sanwousd be Dark Hell {Level 3 Summoned by: Beast Lord (level 3 
(| balding). oo summoner) 
Ranged weapon: Kgl lightning oe Melee weapon: big horned hands 
ittack © Wee : The Orc is a slow, powerful warrior, but 
‘Slow but very powerful, the Fire Spout ae it cannot attack flying creatures. 
has the ability to turn invisible. _ . 
TAROS LICH 
— & aval ) Level: 2 
Wagons: teeth - ee Summoned by: Dark Hell (level 3 _ Summoned by: Beast Trainer (level 2 
Your units will need to watch their step building) summoner) 
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to move larger battle forces around the map. 
Carrying capacity will be based on "square 
footage"—a given ship might be able to carry 
two catapults and a few foot soldiers, or one 
catapult and a lot of foot soldiers. 


A number of special units have been created to 
add more flavor to the game as well—individ- 
ual characters that have a certain place in the 
world, as well as units that are extremely pow- 
erful but can only be summoned in limited 
numbers. A player can only summon seven of 
the Seven Knights of the Sky (logically enough), 
and there are powerful Dragons in the game 
that can only be summoned once. 

Probably the most interesting of the special 
units, however, are the gods. Pious players can 
build a temple that has a chance of summoning 
their patron deity to the battlefield in physical 
form. Not surprisingly, a god is an amazingly 
powerful unit with the potential to wreak havoc 
on enemy forces, but there is a catch—a god 
on the rampage will eventually attract the 
notice of the other players’ gods, who will like- 
wise come down to seek vengeance. It sounds 
like a sure recipe for chaos and mayhem that 
no sane player would want to miss. 

The bestiary of Darien encompasses more 
creatures than those that can be summoned 
by the four monarchs—a number of neutral 
creatures and wandering monsters will flesh 
out the countryside. Sharks inhabit the deep 


~ eet » - . 
a Pe ee 


a? 


ae ta 
rm 


£ 
# 
a, 
? 
8 


Fa 
ae 
: bi 

he, 


waters of the ocean, and piranhas lurk in jun- 
gle streams, waiting to attack unwary units as 
they cross. Peasants populate villages and till 
fields in the countryside. The goal is a world 
that feels less static—the illusion of a dynamic 
environment that extends beyond the edges of 
the battle maps. There is even a mission in 
which the player controls the common folk, 
kind of a "peasant uprising." Better keep those 
pitchforks sharp.... 


Having a wide array of units in Total 
Annihilation was fun, but during the later parts 
of missions the battlefield could become a bit 
cluttered. The Kingdoms team came up with a 
simple plan to get rid of excess troops on the 
battlefield—kill them off. The difference in 
power between a level one and a level two unit 
has been greatly increased, to the point that 
more powerful units can easily wipe the grunts 
of the field. Not only does this offer tangible 
rewards to the player who upgrades, it also 
allows Cavedog to make fortifications stronger 
than they were in the original game. Level one 
units will be unable to cause significant harm to 
walls and other structures, but siege weapons 
will have the ability to bring down even the 
stoutest of towers. 

Players who want to keep their grunts 
around for longer can take advantage of 
Kingdoms’ experience system. Units earn expe- 
rience points as they fight, and as they go up in 
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experience they make stronger attacks and 
become more difficult to kill. "Veteran units are 
a style of play question," Kauzlaric explains. 
“Someone who really wants to take care of their 
units, manage them, and keep their healers 
nearby—they'll see that advantage if they really 
don't want to have to go all the way up the 
build tree." 

Players who do not wish to take advantage 
of the experience system can still send their 
units out as fodder... it is nice to have 
options, though. 


Mand amano 


Another thing that Cavedog has altered is the 
resource gathering structure of the original 
game. Instead of tangible resources that must 
be harvested, Darien features one all-purpose 
power source—the magical energy called 
mana. Builders draw mana from the surround- 
ing terrain when they summon units or erect 
fortifications, and no special buildings are 
required to process it. 

There is a law of diminishing returns at work 
when mana is being drawn upon—there is only 
sO much mana to go around at any given time, 
and multiple units drawing mana in the same 
area will work at a diminished level of efficien- 
cy. There are special "sacred sites" scattered 
across the realm that players can tap into with 
"lodestones" that increase the mana potential 
within a certain radius, but the use of these 
sites is not required to win. 
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Ron Gilbert is one of the founders of Cavedog and 
the creator of the classic Monkey Island adventure 
games. He has served as a self-described "sounding 
board and devil’s advocate" in the creation of both 
Total Annihilation games, lending his creative tal- 
ent to the design team. We managed to pin Ron 
down (figuratively speaking, of course) to get his 
thoughts on what makes Kingdoms tick. 


I see Kingdoms being pretty heavy on the story and 
the single-player missions. We spent a lot of time on 
those. If there was a weak spot in Total Annihilation 
it was probably the whole story and the single-player 
missions, and that’s something we’ve really concen- 
trated on in Kingdoms. We’ve come up with a story 
that encompasses what is going on, we’ve created a whole world and everything that’s happening 
in it. The missions really tell the whole story of the world of Darien. I think that as you play 
Kingdoms you may find that maybe it’s a slightly more strategic game than Total Annihilation 
was. It might move a little slower, and you’re doing a lot more planning up front for what you 
want to do instead of just a kind of "build and clash, build and clash" thing." 


I think there were a couple of things that led to that. The first thing was watching people play 
Total Annihilation who were not hard-core real-time strategy players. You could almost see this 
"fun-curve," where they would start out playing the game and they would be having a lot of fun, 
and then they would run out of metal and energy. Then all the fun would die for them, because 
they didn’t really understand that whole concept that you need to go gather these resources. We 
started to ask ourselves: "Well, maybe this is just one of those things where somebody decided a 
long time ago that you had to have resources, and nobody has ever gone back to rethink the whole 
assumption." So what we did is to say, "What if we just got rid of resources completely, so they’re 
not even an issue in the game?" We started down that path and we’ve done some refining, because 
there definitely are reasons why you want to have resources to help regulate the flow of units and 
the pacing of the game. So we’ve kind of come up with a whole resource system about magic and 
sacred sites that really isn’t about harvesting resources, but it still helps the pacing of the game. 
So you can go into the game and really not concern yourself about resources, and it really is 
amazing—the more and more we played, the less and less we missed them. 


Actually in both of them. The single-player games aren’t so much about wiping out the entire 
army. As a matter of fact, very few—if any—are about wiping out the entire army. They are really 
about taking a hill, taking over a city, assassinating a specific character. So you can become a lit- 
tle more focused in what you want to do, and you’re not just building up a massive army and 
attacking the enemy in single-player. That’s also true of multiplayer—we’ve created a new map 
and mission editor that will allow users to create games; so they can play multiplayer, but they’re 
not just playing to wipe out the other guy down to his last swordsman hiding up in the hills. You 
can play games where the goal is to kill a specific character on each side, or where the goal is to 
occupy a certain territory for a certain amount of time. You get a whole different variety of games 
that people can play... I think that adds a lot of depth to the game. 


They can fit in a couple of different ways. Sometimes they can just be an annoyance—a bunch of 
random monsters running around blocking your path. They may not necessarily be a goal to be 
defeated, and they may be causing the other person as much trouble as they’re causing you. With 
townspeople, maybe you’re trying to liberate them, or you’re trying to conquer this land but you 
don’t want to kill all the people. In this case you are really trying to avoid killing a lot of the non- 
player characters running around the world while you try to kill the enemy. It adds kind of a dif- 
ferent strategic element to what’s going on. 


We have expansion packs that we have already planned out, and 
we'll probably do a lot of new maps and map sections, potentially 
for the web. 


A lot of the basic interface features from Total 
Annihilation have been kept essentially the 
same. You will still be able to queue orders and 
plan your strategies with the action paused. 
Formation commands have been added to the 
mix, and each of the kingdoms will have its 
own individual interface with a unique visual 
look. A new full-screen radar view has been 
added, and you will be able to distinguish 
between different unit types (ground-based, 
airborne, builder, etc.), issue commands, and 
even access build menus from this screen. 

The visual look of the game has seen some 
improvements as well, with a 16-bit color 
facelift and built-in 3D hardware acceleration 
that will support Direct3D and other major 
APIs. The unit animations have received a lot of 
attention, largely because of the complexity 
involved in animating believable organic units. 
"Nobody knows what a spaceship or a robot is 
‘supposed’ to look like, so we had total free- 
dom with that," says Kauzlaric. "Everybody 
knows what a guy looks like, everyone knows 
what human motion looks like—even if it’s on 
an instinctive level." The scripts that control the 
units are quite complex, and many units have 
several different animations for the same type 
of action. Swordsmen do not merely swing— 
they jab and thrust as well. Flying creatures do 
not simply flap and move, but rather alter the 
speed of their flapping and then bank or glide. 
It may be eye candy, but it sure is tasty. 

The game will also ship with a mission editor 
that will allow players to alter and create their 
own skirmish and multiplayer scenarios. The 
terrain itself (being hand-painted) cannot be 
altered, but nearly anything else in a given mis- 
sion can be. The editor will allow you to create 
your own scripts as well; maps can be set up so 
that there is a chance that a group of wander- 
ing monsters will come ambling by every ten 
minutes, and even victory conditions can be 
modified. Cavedog anticipates that multiplayer 
variant maps will be a common phenomenon 
on the Internet, and the download size of each 
mission has been greatly reduced to accommo- 
date this. 


Kingdoms will also support Cavedog’s new 
Boneyards matchmaking service, which you 
will be able to log onto from the game menu. 
More than just a place for players to meet, 
Boneyards will also support a multiplayer 
"meta-game" in which you take on the ongo- 
ing role of a royal house in one of the four 
kingdoms and fight battles for that kingdom's 
cause. The results of each day’s battles will 
cause borders to change on the world map, by 
which you will be able to gauge the progress 
of the overall war. The exact details of the how 
the system will work have yet to be deter- 
mined, but Cavedog is planning on allowing 
ample opportunity for politics, treachery, and 
back-stabbing. 

Cavedog is building on a solid foundation, 
but only time will tell if Kingdoms lives up to its 
not inconsiderable potential. Real-time strate- 
gy fans everywhere will have the opportunity 
to judge for themselves when the game is 
released this spring. @ 
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h, combat at sea during World War Il. With the advent of airplanes, it 
A. the dawn of a new era in naval fighting, but it was also the sun- 

set of the ships with the big guns. Sure, you see an old battleship 
pulled out of mothballs every once in a while, and they've been used for 
shore bombardments in several wars or operations since, but WW II was 
really their last big hurrah, and Fighting Steel is intended to be their game. 

In fact, gun and torpedo-range surface actions are the game’s only 
focus—battles start with the assumption that the enemy has already been 
spotted, and there’s no need to worry about carrier or land-based planes as 
air power is handled abstractly (SSI’s Joel Billings tells us that Air/Sea 
Control is an operational variable they use that will impact the ability of 
damaged ships to get 
home after a battle). 
Even the campaign 
system is simplified — 
the whole opera- 
tional/strategic por- 
tion is abstracted, and 
there isn’t any need 
for (indeed, no way to 
conduct) searches, 
either with sea-borne 
craft or planes. 
Instead, you just 
select which ships of 
the fleet you wish to 
stay in port due to 
damage or tired 
crews, then head for 
the next battle. Some may miss this part of the 
naval war, but that’s the key point, war versus bat- 
tle—Fighting Steel is about getting you right into 
ship-to-ship, division-to-division combat. 

The game models ships from four different 
nations’ navies (the U.S., the U.K., Japan, and 
Germany) in either the Pacific or the North Sea. 
SSI's Dan Cermak says that the game will include 
some 1,000 individual ships (divided into more 
than 90 classes), and that you'll be able to edit the 
stats on all of them. In the campaign ships will 
become available at historically accurate times, 
but ships lost will not reappear in future battles. 
The game will contain several pre-made his- 
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In battle you can control divisions of ships or individual vessels. Even 
though you know the enemy’s been “spotted” at an operational level, 
you may not have strong contacts at a tactical level, or may only be with- 
in viewing (or tenuous radar) range of a few vessels, so much of the early 
part of battles will be spent on maneuver. Commands are generally sim- 
ple, matching the commands a commodore of the day would have been 
able to issue. While you can issue orders to divisions or ships as to how 
to fire and what to fire on, gunnery is handled by the ships crews them- 
selves (i.e., no sim-like targeting of the guns), although you may issue 
torpedo firing orders yourself. 

3D is a big draw for the game (a 3D accelerator is required), and will 
be something more than the eye candy of other, modern 
naval games. You'll actually see indicators on the 3D views, 
and e able to gauge the direction of the enemy from their 
muzzle flashes and smoke (and, during the night, the lucky 
aiming of your search lights and star shells). Each ship will 
track flotation, structural, and systems damage, and will 
attempt what repairs it can; incoming fire will be tracked, 
and SSI is working on plunging fire as well. 

The interface is, at the time of this writing, still under 
development (we examined a pre-beta version of the 
game), so expect changes from 
the screenshots. Cermak says, 
however, that they want to keep it 
simple, an ambitious goal for a 
real-time naval game (in single 
player you'll be able to pause the 
game to issue orders). Current 
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dom missions, a mission editor, and four linked 
campaigns, one for each navy (with missions 
generated randomly). Land isn’t modeled in the 
game; Cermak says that of the historical battles modeled it really didn’t 
play a part in more than one of them, although this doesn’t explain the 
lack of land in any of the randomly generated missions. Billings acknowl- 
edges they'll take some hits for this, but says, “In an ideal world we 
would have land in this game, but that would require much work on the 
Al as well as bring up other issues we wanted to solve well as opposed to 
solving poorly.” He says, though, that land will be in the next game. 
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plans are for up to four person multiplayer, with two people on each side 
commanding a division. No matter what, most battles will be fast, some 
15-30 minutes in length, with no more than 20 ships per side in most 
cases. As noted above, the goal of Fighting Steel is to put you in charge of 
some big ships in imminent danger of behaving very badly indeed— 
badly, at least, to the enemy. —Scott Udell 

Fighting Steel « SSI * Windows 95/98 
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Arrange your units into the formations called for in your plans or 

dictated by the situation. Note the flags along the bottom; these 

represent each of the units you’ve fielded, andaclickononelets > 
you issue orders to that unit or to jump the view to its location 


eudal Japan... what a panoply of historical riches. Odd, then, that 
it's so often ignored or forgotten, both in the general public and 
in the gaming world. Sure, we had the Shogun book and minis- 
eries craze, but that was on the order of 20 years ago, and some time 
back Koei published a series of generally well respected games set in 
various locales in ancient Asia, but what of the gaming world these 
days? Okay, there may be some action games “set” during this period, or 
using characters only vaguely based on the culture, but no 
strategy/wargames. No... at least not until Electronic Arts ships Shogun: 
Total War later this year. 

Shogun (originally called 
Taisho) transports you to a 
Japan that’s fragmented; 
the last Shogunate has fall- 
en apart, the Emperor's 
powerless and under the 
thumb of whomever con- 
trols Kyoto, his home, 
while you are just one of 
many Daimyos aiming to 
become de facto ruler of 
the nation. Throw into this 
the imminent arrival of the 
Europeans and you've got 
an explosive mix indeed. 

Much like Eidos’ upcom- 
ing Braveheart [CGS+ 98], 
Shogun is broken into strategic and 3D tactical por- 
tions. The strategy level, which is turn-based, appears 
less involved (and therefore less complex) than 
Braveheart's, perhaps a reflection of the strong multi- 
player component. So far the development team has 
just shown mock-ups of this strategic mode (the visu- 
als look reminiscent of a boardgame like Axis & Allies 
or Risk), but they say you'll be able to move your 
“pieces” on various missions—combatant units into 
battle, spies to gather intelligence, diplomats to con- 
duct negotiations, and so forth. During the strategic 
portions you'll also conduct “research” and set pro- 
duction priorities. If you wish, you can play only the 
strategic game, something developer Creative 
Assembly estimates will take an evening's time. 

Many gamers, though, will want to play out the 
tactical real-time battles as well. The game at this 
level is something of a cross between the strategy 
game Myth and the wargame Sid Meier's Gettysburg. You control units— 
formations of infantry, cavalry, archers, and so forth—via a simple inter- 
face. Terrain and maneuver will both play a big part in your battles; the 
gamer who uses them wisely may win many battles against larger foes. 
The team is still experimenting with camera views and mobility, trying to 
balance ease of use (often a problem with 3D cameras) and player flexi- 
bility with a desire to maintain realistic levels of intelligence. 
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“Let them choose the game they want to play” seems to be Creative 
Assembly's creed for Shogun. In addition to playing just the strategic game, 
you can also play a single tactical battle or “campaigns” of linked tactical 
battles. Most hardcore gamers, though, will go for the full campaign, which 
lets you fight out any conflicts created at the strategic level on tactical 
maps; because these battles will depend on players’ moves at the strategic 
level, they will be different each time you play. Even more impressive 
sounding are the range of multi- 
player options. Up to four play- 
ers can get together for a quick 
tactical battle, buying armies 


“ Hmm; archers 
positioned within the 
trees at the top of a 


ridge; do you sense 
that perhaps the 
forces on the valley 
floor may be moving 
into a trap? 


Vv Many battles 
won't allow you to 
maneuver for the best 
possible position; 
sometimes you'll 
have to defend or 
take fixed objectives 
like this pagoda 


with fixed budgets and fighting 
on pre-created battlefields. Up 
to 16 players can take on fac- 
tions to fight a strategic-only 
game in the space of an 
evening. The game will even 
support play-by-email full cam- 
paigns, where the strategic-level 
turn-based orders are sent by e- 
mail and the computer controls 
a defender’s forces during the 
tactical battles. 

Perhaps the most intriguing 
gameplay style, though, comes 
via the planned Persistent 
World Games (available on an 
as-yet unannounced hosting 
service). In these games up to 
16 players, acting as Daimyos, 
will fight out a full campaign 
online. The Daimyo players can 
choose Taisho (general) players 
from an online pool to fight out 
the tactical battles. Each Taisho 
will build up a reputation and 
rank which will be tracked in 
the game—obviously the more 


successful will be in high 


demand, leading to shifting 

loyalties throughout the game. 
By introducing things like 

succession, cultural conflicts, 


questions of honor and tradition, Shogun looks to be going beyond the 

combat-only games but not by making the mistake of merely following 

a path well-worn by Civilization and its descendants. An ambitious title, 

it still has quite a ways to go before it’s finished. Nevertheless, if it can 

fulfill its promise it and games like it (specifically Braveheart) could be 

the fresh air that the strategy/wargame genre needs. —Scott Udell 
Shogun: Total War « Electronic Arts » Windows.95/98 
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Intel Pentium Il 450MHz MMX Processor 


fico one daerare ite aah dal spend, this is the gaming system to own" 
Intel 440BX Motherboard w/512K Cache 


128MB SDRAM (PC-100) «pb WAGES dUdigm sO) 
1.44MB Floppy Drive 

10.1GB IBM Deskstar 14GXP (7200RPM) 
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Diamond Monster Sound MX300 3D Sound Card 
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Speaker & Subwoofer System 

48X CD-ROM Player 

ATX Full-Tower Case w/300 Watt PS 

(KoolMaxx) Video Cooling System 
104-Enhanced Keyboard 

Microsoft Intellimouse PS/2 

US Robotics V.90 56K Voice/Fax/Modem 
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Microsoft Sidewinder Precision Pro USB Ww mee 
Microsoft Windows '98 Operating System , 
Free installation & configuration 


of favorite games & latest drivers “HUY J Magdaiicy July ‘yy 
PRICE: $2,299.00 
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“NEW " Intel Pentium 11 5010MHz MMX2 Processor 
High-Performance Heatsink/Fan Cooling System 
Intel 440BX Motherboard w/512K Cache 
256MB SDRAM (PC-100) 

1.44MB Floppy Drive 

14.4GB IBM Deskstar 14GXP (7200RPM) 
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SV (olelelole mlm p-4-1\|= ic] Bir \orerc)(c1¢- 110] mre) ml Ely (ele (=) 
SYolul ale M =j(-1-}(-18 MAYA ttc] Bolelli ale m @r-1 70) 
Cambridge Desktop Theater 5.1 (Dolby-Digital) 
Speaker & Subwoofer System 

3rd Generation DVD-Player 

lomega Internal 100MB ZIP Drive 

ATX Full-Tower Case w/300 Watt PS 
(KoolMaxx) Video Cooling System 
104-Enhanced Keyboard 

Microsoft Intellimouse PS/2 

US Robotics V.90 56K Voice/Fax/Modem 
Microsoft Sidewinder ForceFeedback Pro 
Microsoft Sidewinder Gamepad 

Microsoft Windows ‘98 Operating System 

Free installation & configuration 

of favorite games & latest drivers 


PRICE: $3,399.00 
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17" Viewsonic V73 .26dp add: $315.00 ® 
17" Viewsonic G73 .26dp add: $345.00 
19" Viewsonic V95 .26dp add: $495.00 
19" Viewsonic PS790 .25dp add: $545.00 
21" Viewsonic P810 .25dp add: $1,010.00 
21" Nokia 445X Pro .21dp add: $1,265.00 
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Multitexturing and lagging, oh my by Jason Cross 
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Q: | see ads for cards that say they do “multi- 
texture.” What exactly is multitexture and 
why should | care? 


A: A complete and detailed answer to this 
question would require an explanation that 
could fill half this magazine, but basically “mul- 
titexture” is the ability to process multiple tex- 
tures at once. Sounds simple enough, right? As 
usual, it’s more complicated than that. First, it’s 
important to note that any 3D card can 
process multiple textures one at a time— 
there’s no speed advantage to that, and it’s no 
big deal. What we're talking about is “single 
pass multitexture.” 

In a game like Quake II, all the shadows on 
the walls and floors aren’t created by your 3D 
card, but are actually computed ahead of time 
and stored with the rest of the level data as 
what is called a “lightmap.” Those nice soft, dif- 
fuse shadows that accurately portray light 
bouncing off surfaces would take way too 
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So 3Dfx has announced that they are buying STB Systems [See 
Hardware Briefs on the facing page]. What does this mean? There 
has been a lot of speculation about the reason why 3Dfx would 
want to do this. Assuming business was as good as they“d like us to 
believe. Several things at this point in time are clear, though. First, 
the new 3Dfx/STB company will be the sole producer of cards 
based on 3Dfx chips in the future. Like ATI or Matrox, the only way 
to get a “3Dfx” chip will be in a “3Dfx-brand” card. The real ques- 
tion is how this will impact the consumer. 3Dfx claims that by 
being “vertically integrated” (controlling everything from design to 
chip fabrication to card manufacturing) they can bring their prod- 
uct to market faster, and this makes sense. Simply eliminating all 
the time and money spent on card vendor support has got to help. 
But 3Dfx will also now control the prices of all 3Dfx-based cards, 
and without the price wars between the likes of Diamond, Creative 
Labs, Metabyte, and STB, we might end up paying more. 3Dfx 
hopes that the merger will help them get OEM deals, so people will 
buy new machines with 3Dfx cards in them already. Time will tell if 


they can pull it off. 


One thing is almost certain, though. This decision for 3Dfx to 


acquire STB and become the sole producer of 3Dfx graphics cards 
in the future effectively kills the fast-fading Glide API. More than a 
few developers have said, “who’s going to support an API for a card 


made by a single vendor?” 


much processing power to do in real-time; 
Quake I] would run like a slide show on even 
the fastest home computer. When you’re actu- 
ally playing Quake //, it renders (draws) the 
screen twice: once with all the textures for 
walls and stuff, and once for the lightmap. This 
lightmap is blended with the textures for the 
walls to create a natural look. To illustrate this, 
Figure | is a screenshot of a Quake II scene as it 
normally appears. Figure Il is one with the tex- 
tures removed, showing only the lightmap. 

If your card supports “single pass multitex- 
ture” then it has two texture processing units, 
and can actually process the lightmap and the 
other textures at the same time. The Voodoo2, 
Riva TNT, and ATI Rage 128 do this. The 
Voodoo Banshee and Savage 3D do not. This is 
why games like Quake // run faster on a 
Voodoo2 than on a Banshee, even though the 
Banshee has more memory, a higher clock 
speed, and basically the same 3D circuitry as 
the Voodoo2 without the multitexture sup- 


port. Games which use a simpler lighting 
scheme that doesn’t require two rendering 
passes, like Forsaken or Turok, run just as fast 
or faster on Banshee as on Voodoo2. 

Unreal uses more than the two rendering 
passes described above—that nifty fog is 
done in another pass, and so are the “detail 
textures.” Future titles like Quake III: Arena will 
use more than two rendering passes as well. 
As time moves on, the ability to do “single 
pass multitexture” will become a must-have 
feature and will have a huge impact on perfor- 
mance in typical games. You'll even see 
graphics cards with more than two texture 
processing units that can handle, say, 4 tex- 
tures in a single pass. 


Q: Dude, how come my lag sucks so bad? 
A: This could be a variety of things. Odds are 


that if you have a high ping when playing 
online games, you're using a regular dialup 


peexeteaeeetre 


Figure |: A complete Quake II level 


Figure Il: Only the lightmap shown 
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modem (28.8, 33.6, or 56k). The speed of such a 
modem will never be stellar, but there’s little 
reason for it to be too slow for you to enjoy 
playing. Your ISP is probably the biggest vari- 
able—the routers they use can get backed up, 
they can connect to a slow “Internet backbone,” 
and about a million other things that vary from 
ISP to ISP can affect the quality of your connec- 
tion. The server you're connecting to can also 
be a problem. If you play a variety of games or 
on a variety of servers and still have bad lag, it’s 
time to do some investigating... 

One way to check if it’s you or your ISP is to 
run a traceroute. To do this, open an MS-DOS 
window from the Start menu and type “tracert 
IP” (without the quotes, and replace “IP” with 
the address of the server you're often connect- 
ing to. If you don’t know, try a few very large 
websites like Yahoo!). Your window will show 
the number of “hops” between you and that 
server, and the ping time to each one. A “hop” 
is a server or router that your information goes 
through on the Internet to get to its destina- 
tion. Less than 15 hops is acceptable, up to 20 


shouldn't be too bad, and over 20 will likely be 
slow. If the first several hops have high ping 
times (over 300) then information packets are 
likely backing up at your ISP. 

Another common problem with dialup 
modems is “dirty lines.” If you’re every talking 
on the phone and hear scratching or pops, 
that same noise will seriously affect your inter- 
net connection. Call your phone company and 
have them test your line for noise—they can 
remedy that problem. 

If you want to change ISPs, which may be 
an excellent idea, shop around first. Call the 
ISPs and tell them you’re a gamer and are 
looking for the best ping times. If they can’t 
tell you why you should choose them based 
on that information, tell them you'll look else- 
where. Many ISPs will run a traceroute for from 
their offices, and you can compare these as 
well. Another solution would be to investigate 
switching to a faster type of service, such as 
ADSL, Cable Modem, or ISDN. This will be 
more costly, but it will improve gameplay (and 
download speeds) immeasurably. 
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3Dfx acquires S$TB—spn made a big splash 


with their announced acquisition of STB Systems. This merg- 
er will likely have an effect on nearly all graphics card manu- 
facturers in one way or another, and we wanted to find out 
what the competition thinks. 3Dfx’s biggest competitor is 
arguably NVIDIA, creators of the Riva series of chipsets. We 
asked their PR manager Derek Perez some questions regard- 
ing the recent merger and this is what they had to say: 


What is NVIDIA’s official response to 3Dfx’s acquisition of 
STB? Does this mean trouble for you, or is this good news? 


This is another desperate act by a 
desperate COMpaNY. As everyone knows, 3Dfx 


desperately wants to get into the OEM market [as original 
equipment in new PCs]. We can only speculate that they 
believe that purchasing STB will help them. OEM’s choose 
technology first, then supplier, so we don’t understand this 
move. Abandoning their two biggest customers seems like a 
harsh way to start the process, given that they haven't yet 
created any significant OEM design win base. | think this is 
good news for NVIDIA, we are now the only first-tier graphics 
chip company on the market today. 


STB, with their Velocity line, is probably the most 
well-known brand of Riva TNT vendor. With STB 
making only 3Dfx-based cards in the future, does this 
impact your business? 


We do not believe that this will affect our business, 
because OEM’s choose our technology and then the board 
supplier. We are fortunate to have a number of board ven- 
dors working with NVIDIA that have the ability to sell to 
our OEM customers. 


There are still a few independent chip vendors in the 
gaming marketplace (PowerVR, Permidia, $3...), but the 
removal of 3Dfx as a competing independent chip vendor 
is still a big deal. Are they still competition? Do you think 
you'll get a “lock” on deals with companies like Creative 
Labs or Diamond now? 


Yes, we will still consider them as a competitor. But in order 
to win the business from us, they are going to have to dis- 
play to the OEM’s a level of technical expertise that 


3Dfx has lacked with Banshee. 


There are still a number of good 3D graphics chip compa- 

nies out there that have the ability to produce good parts, 
sO | believe that we are going to have to continue to work 
for our “deals” with card vendors. 


Visual quality aside, the Voodoo3 is going to be quite a 
fast card when it’s introduced this spring. Will we see 
the TNT 2 in the same timeframe? 


You can look for a new part from NVIDIA in the Spring 
of 1999, 


Can you tell us any specifics about the TNT 2? Such as 
new features, target speed, target price point,etc.? 


Although we have yet to announce any of the official specifi- 
cations for the part, | can tell you that we will have a .25 
micron part that will support AGP 4X. 


The Riva 128 was the NV3, the Riva TNT is the NV4... the 
NV5 is naturally in development. Can you say anything 
about it? 


Since this is an unannounced product, we are unable to 
divulge any information about it. 
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For many years, hardcore gamers would rather have had their skin 
burned off with a hot Pentium chip than buy pre-built PCs from 
manufacturers like Gateway or Dell. While competently built, the 
machines often sacrificed gaming power to spreadsheet power. (Or, 
it should be pointed out, real-world power to Ziff-Davis benchmark 
power.) In the past, such machines were most deficient in video and 
sound—gamers demanded more. However, we’ve reached a point 
where entertainment is the driving factor in PC performance and 
design, and most pre-built mail order machines sport 3D accelerator 


cards and top-notch audio. 


One of these new machines is Gateway’s GX- 
450XL, which is directly targeted at serious 
gamers. As befitting such a machine, it costs seri- 
ous money. Powered by a 450MHz Pentium II 
Xeon processor with a 512K cache, it comes in at 
nearly $1000 over the price of a “standard” 
450MHz Pentium II. The problem with the 
machine—really, the only problem—is that the 
high price and Xeon power doesn’t translate into 
appreciable benefits in gaming performance. 

The Xeon is designed, according to Intel, 
specifically for servers and workstations. All of its 
benefits—from built-in thermal protection to a 
lot of error and redundancy checking—are really 
geared toward critical applications. Sure, you 
may want one for your database server, but 
what about your Quake server? Based on our 
testing, there’s little to no speed gain when run- 
ning games under Windows 98—in fact, it was 
outperformed by a standard 450MHz machine 
on a few tests. 

There are two other issues with the GX-450XL 
that may turn-off hardcore gamers. The sound 
card is a “mere” Sound Blaster 64, not a newer 
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Sound Blaster Live! or other 3D sound-enabled 
sound card. Offsetting this somewhat is the 
superb Boston Acoustics Digital Media Theater 
speaker system, which delivers lots of sound in a 
small package. 

The other issue is with the video system. 
While it comes with the excellent STB Velocity 
4400 TNT-based 2D/3D card, our “ultimate” gam- 
ing machine would also have a dedicated 
Voodoo? to provide the best of everything. 
(Gateway does offer it as an option.) On the 
other hand, the 19” monitor that comes with the 
machine is fantastic. With its 18” viewable area, it 
supports incredibly high refresh rates at resolu- 
tions up to 1600x1200. 

Also of great benefit to gamers is the DVD 
player and CD burner. The Toshiba DVD-ROM 
turned in incredibly good performance num- 
bers, equaling and at times exceeding the per- 
formance of a 32X UltraSCS! CD-ROM in access 
times and CPU utilization. It’s also quiet, and 
doesn’t suffer from the constant spin-up/spin- 
down that afflict most high-speed CD-ROM dri- 
ves. The Philips rewritable CD burner also 


by Steve Bauman 


works beautifully, though it’s limited to dou- 
ble-speed writing. 

For those hardcore gamers who've been 
building their own boxes for years, getting a pre- 
built machine is an eye-opening experience. The 
setup of the 450XL is beyond simple, with clear 
instructions and color-keyed plugs. We were up 
and running in a matter of minutes. The includ- 
ed software bundle is also impressive, with an 
all-Microsoft smorgasbord of games, from Age of 
Empires to Flight Simulator 98. On the downside, 
the machine comes with an ungodly amount of 
pre-installed miscellaneous software (over 1 
gigabyte worth). 

Overall, the GX-450XL is an excellent machine 
that’s probably too pricey for most gamers. With 
Intel’s next-generation Katmai processor on the 
horizon, and given their pricing history, it’s likely 
that there will have been sharp price cuts by the 
time you read this article. However, it’s also pos- 
sible that the Pentium II Xeon processor will go 
the way of the Pentium Pro—a minor advance- 
ment superseded by a superior technology. 
Xeon may be fantastic for servers, but for 
gamers? Save your money and go with a stan- 
dard 450MHz Pentium II system and an extra 
$1000 worth of goodies. @ 


| Kk KKK 
GX-450XL * Gateway * www.gateway.com 


Package Includes: 450MHz Intel Pentium I! 
Xeon processor w/512K Cache, 128MB 
100Mhz SDRAM (expandable to 512MB), 
VX900T 19” color monitor (18.0” viewable 
area), STB Velocity 4400 16MB AGP Graphics 
Accelerator, STB TV/FM Tuner Card, 16.8GB 
5400RPM Ultra ATA hard drive, DVD III-ROM, 
Philips Recordable/ReWriteable CD-ROM, 
Sound Blaster AudioPCI 64D, Boston Acoustic 
Digital Media Theater Speakers, U.S. Robotics 
56K Voice Winmodem 

MSRP: $3949 
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GX-450XL 1498 «2127S «2736 


Generic 450 1560 2188 2804 © 
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GX-450XL 37.7 59.9 82.2 
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urope 1940-1941, the German war machine has just conquered all of France. Hitler's hordes © 
look out across the English Channel to the White Cliffs of Dover and are ready to cross and 
bring Britain to her knees. Only one obstacle remains in their path—The British Royal Air Force! 


and creators of the famous Steel Panthers™ series, have teamed up 
with TalonSoft® to deliver a revolutionary new strategy wargame. 
combines an intensity and variable depth of play 
never experienced before in 6 
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TALONS | Strike! Plan a strategic bombing campaign across the © Scramble! Send up fighters to intercept incoming Direct hit! Check damage assessment on individual 
e English Channel. Luftwaffe raids. targets—airfields, railroads and industrial facilities. 
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©Copyright 1998 TalonSoft Inc., PO. Box 43730, White Marsh, MD 21236 -Call (410) 933-9191 or visit our web site a WWW.talonsoft.com 
TalonSoft’s Battle of Britain™ is a registered trademark of TalonSoft Inc. All other trademarks are property of their respective holders. 
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_ while not fully adjustable, have good tension and a large base that helps 


Race Leader 3D Force Feedback 


Careful, you might break it 


rench hardware developer Guillemot is perhaps best known for its Maxi 

Gamer and Maxi Sound lines of video and sound cards. Steering wheels 

and force feedback are generally synonymous with high price, but 
Guillemot’s peripheral division brings us a feature-packed wheel for only 
$129.99, quite a bit cheaper than the competition. 

The Race Leader offers an impressive list of stats: 20 programmable buttons 
(including F1-style shift levers), a wide non-skid base, a programmable 8-direc- 
tion D-PAD, compatibility with Immersion’s |-Force 2.0 force feedback API, and 
what they term “robust” pedals that “eliminate calf muscle strain.” It also 
comes packed with demos of Speed Busters and Monaco Grand Prix Racing 
Simulation 2. Setup is painless and simple, involving a single connection to a 
serial port on your PC, a phone-chord connection from the pedals to the base, 
and a plug into an outlet. Unfortunately, whatever euphoria you feel over the 
unit's low cost goes away when you start racing. 

The most noticeable problem is that the entire product feels incredibly flim- | back wheels down and delivered a product at a very attractive 
sy. The design of the wheel is pretty good, with well-placed buttons andanice __ price point. If you like racing games enough to spend $130 ona 


shape; however, you can’t help but have the feeling that making one sharp force feedback wheel for them, though, you're much better off 
turn will make the thing snap off. The buttons and levers share that same flim- spending an additional $50-70 to get a really great one, or sav- 
sy, plastic-y feel. The clamping mechanism is problematic, as it doesn’t accom- ing a few bucks by forgoing force feedback altogether. Yes, the 


modate thick desks or desks with a “lip” very well. Though force effects vary in Race Leader 3D Force Feedback is inexpensive, but it’s also 
quality from game to game, the weak motor and lightweight wheel have away cheap. —Jason Cross 

of making them all seem cheesy and gimmicky. The “robust pedals” do an 
excellent job of eliminating calf muscle strain, as the feel of cheap plastic and 


springs isn’t really enough to give anyone a serious workout, or do anything to * * WMH 
prevent the pedal base unit from sliding away under heavy use. Race Leader 3D Force Feedback * Guillemot 
Guillemot made an admirable attempt at bringing the price of force feed- ~ www.guillemot.com 


V4 Force Feedback 


The price of goodFFjustwentdown 7 - 


orce Feedback devices generally come in two varieties. Expensive BRE ei NES PETS aM ae Ne a 

sticks and wheels are generally well-built, and deliver on forcefeed- fi ae oe i 

back’s promise of greater immersion and realism. Cheap knock-offs : 
usually don’t make good controllers with or without the “tacked on” force 
feedback support. InterAct’s V4 FF Wheel fits firmly into the former cate- 
gory in all respects but one—at $130, it’s not nearly as expensive. 

Setup is basic, straightforward and easy. If you set up a button configu- 
ration in the profile manager, it will automatically load whenever you load 
that particular game. The wheel is also constructed very well, which is 
where most other “budget” force feedback controllers fail to deliver. The 
large clamps easily fit onto thick tables or tables with a “lip” around the 
edge, although a quick-release mechanism would have been nice. The 
wheel itself is nice and round with a thick rubberized grip over the entire 
surface. The large F1-style gear-shift levers are solid metal. The pedals, 


prevent sliding. The force effects are extremely strong, even stronger than 
more expensive models, and should come closer to satisfying those look- 
ing for arcade-style wheel-wrenching than any other home wheel we've 
tried. The biggest design flaw is the placement of the spokes, which pro- 
vide easy access to the buttons but don’t quite let you put your thumbs in sora a — 
a comfortable position. makes game setup much easier. The V4 Force Feedback isn’t the < 


Lots of small design features help make the V4 a true best of class prod- —_ best wheel on the market, but it is on par with wheels shee cost | 
uct. Instant adjustment of wheel sensitivity with visual feedback in the $70 more, ene it the pice of the litter. -Jason Cross 


form of a three-colored light is a nice touch, as is the ability to change the 
wheel's orientation to a much taller, more vertical position for people with > — 
low tables or desks. InterAct also kindly labeled the buttons on the wheel 

itself, a feature which is inexplicably missing from many controllers and _ V4 Force Feedback « InterAct « www.interact-ace.com 
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ae Lad Logitech delivers a (huge) 
i an orce new force feedback joystick 


orce Feedback. If you've tried it, the chances are you either love it 
or hate it. Microsoft's Sidewinder is the reigning sales champion, 
but Logitech has thrown its Wingman Force stick into the fray. 
- How does it fare? 
For starters Logitech abandoned the motor/servo system used in 
competing sticks in favor of a cable and pulley system. This results in 
much smoother vibrations, less jerking, and better overall control when 
the forces get active, which helps alleviate some of the frustration peo- 
ple often have in wrestling with these sticks. Additionally, the stick sup- 
ports USB, which helps speed up its response. It connects via a Y cable 
with both a standard sound card/game card plug, and a USB plug. 
Furthermore, Logitech opted for Immersion’s new X-Force technology. 
The stick also ships with two full games. One is a stinker (Ubisoft’s Redline 
Racer), but the other is one of the better games of the year (Descent: 
Freespace from Interplay). Both games have excellent force feedback sup- 
port and really show off the bump and grind capabilities of your purchase. 
There are only a few drawbacks to this stick, specifically when com- 
pared to Microsoft's. One is its footprint. Expect to free up some major 
desktop real estate for this one—the base measures in at a full 3 inches 
larger than Microsoft's. It only features nine buttons and a throttle slider, 
but no shift key. Microsoft's has eight buttons, with a shift key that 
brings the total to 16, and a slightly better-placed throttle. Finally, there 
is no twist axis, which is an indispensable feature for those who use the 
stick for robot or flight sims or 3D action games. 
___ If you are in the market for a force feedback joystick, and don’t mind 
the Wingman Force's size and limitations, you should find a lot to like 
about this extremely well made stick. The forces are only slightly better 
than the competition, but that just might make up for its shortcomings. 
—Andrew Scott Bub Wingman Force « Logitech * www.logitech.com 


Blackhawk Digital 


The Blackhawk Digital is an inexpensive alternative joystick 


ith Microsoft grabbing the lion's share of the digital joystick market, Gravis 
has introduced a new version of their Blackhawk joystick. With packaging 
eerily similar to Microsoft's Sidewinder line, it may have pretensions toward 
competing with their Precision Pro joystick. Further examination of its features and 
pricing find it more of an alternative to Microsoft's entry-level Sidewinder Standard or 
the CH Gamestick. 

An all-digital design, the Blackhawk Digital has a somewhat paltry five buttons, an 
eight-way hat and a throttle. Unfortunately, it lacks the twisting handle that many of its 
competitors offer, including the Precision Pro. The stick features a heavily weighted 
base, giving it a solid feel when placed on your desktop. In typical Gravis fashion, it 
plugs into your joystick port with a Y-cable that allows you to hook up an additional 
Gravis joystick. It comes with Keyset Manager, a utility that allows you to map keyboard 
functions to the joystick. 

The handle is beautifully designed, conforming perfectly to the shape of your hand. 
The switches are all exactly where they should be, though they have an extremely click- 
y feel that some may find off-putting. The throttle on the base takes a fair amount of 
effort to move, but its action is smooth. 

In use, the excellent ergonomics are somewhat hampered by the stick’s unusual range 
of motion. The handle moves further forward than it does backward, which gives it an 
unusual feel. With extended use, it becomes less of an issue, but you’ve been warned. 

Offsetting some of the criticisms of the stick is its low price: it lists for an inexpensive 
$39.99. If you're looking for a solid entry-level stick, the Blackhawk Digital is a good 
alternative. -Steve Bauman 


KK KON 


Blackhawk Digital * Gravis * www.gravis.com 
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It’s a dark cave. Inside your head, you hear your heart pounding. 


Damp echoes resonate from the slow drip of water. A low rumble. 
Click — a gun is being cocked to your right. 
p ColUIE)>) [am (ole ie Ulol eum (LUM iu -l-y4-Ma [alm (-v-1p 


Bullets tear past you and ricochet from every angle. 


You can't see her, but you know exactly where she is. 


Great games deserve great audio. Look for this logo or visit 
www-.env-audio.com/listen/ 


So real it has to be live! 
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by CREATIVE® 


© 1998 Creative Technology Ltd. All rights reserved. Creative and the Creative logo are registered trademarks, and Environmental Audio is a trademark of: Creative Technology Ltd. in the United States and/or other countires. 
All other trademarks are the property of their respective owners. Listed titles are expected to support Environmental Audio by early 1999. % Information regarding software titles in development is subject to change without notice. 


Chaos Gate 


Remain vigilant, Brother! 
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“Fearless men, who jump and die....” These Assault Marines are your mobile force 


espite a pedigree that is less than stel- 
lar (Wages of War and Soldiers at War) 


D Chaos Gate turns out to be Random 


Games’ crowning achievement, proof positive 
that, indeed, the third time is the charm. Forget 
everything you think you know about turn- 
based, squad-level wargames—this one is as 
exciting, as colorful, and as engrossing as any- 
thing on the market, real-time or turn-based. 

The Warhammer 40k universe, created by the 
British company Games Workshop, defies 
explanation or even comprehension for most 
mortals. It’s all about an immortal Emperor, the 
forces of Chaos, space warps, galaxy-trekking 
Space Marines, and the gods know what else. 
What Random has done with Chaos Gate is 
reduce that detail to a manageable level, while 
retaining much of the pageantry, drama, and 
sheer coolness of the game world. The player 
takes the role of the commander of a unit of 
Ultramarines, serving the forces of Good (the 
Emperor) and fighting the forces of Evil (the 
forces of Chaos). Your starting force includes 
some 50 Marines, of various stripes: Tactical, 
Assault, Devastator, and the true bad-asses, 
Terminators. There are also specialists, like the 
Librarian, who can wield tremendous psyker 
powers (i.e., spells), or the Apothecary, who can 
heal the injured. 

The Marines begin with only average abili- 
ties, but can gain experience and win promo- 
tions (and hence increases in their skills) over 
time. If they live, that is; there are no replace- 
ments, and casualties can be heavy. It’s the 
player's job to manage these futuristic leather- 
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necks effectively. You can move them in and 
out of the various types of squads, subject to a 
few limitations, and much of the strategy of the 
game involves building up a cadre of skilled 
death-dealers. Before each mission, you have to 
equip your troops; only certain types of squads 
can carry certain weapons, and getting the bal- 
ance right is also half the fun. 

Chaos Gate includes fifteen campaign mis- 
sions, but that’s misleading. There’s a lot more 
gameplay than that in a campaign, as you'll get 
the chance to take on maybe a dozen random- 
ly-generated optional missions along the way 
to your final rendezvous with destiny (in the 
form of one Lord Zymran). The Chaos Al is 
somewhat plodding, with lots of suicide 
charges, but there are enough smarts so that 
the computer isn’t a pushover. Random has 
done an excellent job of setting the mood for 
the titanic struggle you're engaged in. The 
game’s music is superb, featuring Medieval 
chants with a Gothic twist. There are few things 
wrong with Chaos Gate. The manual is ade- 
quate, no more, but serious bugs seem limited 
to a Land Speeder that won’t move and the 
occasional isolated crash or glitch. 

Graphically, the game is as rich as anything 
on the market. The units are works of art, if 
often bizarre, as befits the subject matter. Unit 
animations are good, and much, much faster 
than in Random’s earlier games. The interface 
for controlling all of this mayhem is slick, 
streamlined, and, despite allowing a staggering 
amount of tactical flexibility, easy to use. Even 
the handling of terrain elevations, something 


Vehicles are useful, but not critical in Chaos Gate 
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Your transport to battle. Too bad those gun 
turrets don’t actually shoot 


Random has had trouble with in the past, is 
done right. Combat is spot-on. Overwatch fire, 
cover and concealment, proper use of 
grenades and heavy weapons, the intricacies of 
fire and movement are all handled smoothly, 
and when you get your keister kicked, it’s usu- 
ally because you screwed up, not because the 
random number generator hates you. 

Multiplayer support is provided, for LANs, 
modems and the Internet. The multiplayer sys- 
tem is weaker than the rest of the game, 
though; it’s a bit convoluted to set up, and 
seems to be quite sensitive to the vagaries of 
the Internet. Still, it’s a blast to take on up to 
three others in online battles, and while you’re 
waiting for your turn you can scroll around the 
map and do some serious planning. There’s 
also a scenario editor and a random mission 
generator, so long-term play value should be 
high, though you can only create missions for 
play by the Ultramarine side. 

Overall, the game is superb. One can only 
hope that the game does well enough for SSI 
to countenance an expansion pack. It would be 
wonderful to play the Chaos side in a cam- 
paign, for instance, or to tackle Space Orks or 
command other chapters of Space Marines. 
Chaos Gate delivers on its promise. It’s the best 
thing SSI has published in quite a while, and 
vaults them right back into the stratosphere of 
quality game publishers. The Emperor would 
be proud. —Robert Mayer 


Chaos Gate 

SSI * www.ssionline * Requirements: Windows 
95/98, 166 MHz Pentium or higher, 32MB of 
RAM, 8X CD-ROM »* Multiplayer: 2-4 players, 
Internet, LAN, modem 
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Glider-landed British troops have taken this village in the tutorial scenario—now they’ve got to 
hold it against German armor! 


amers thinking back to the first meal in 
TalonSoft's Campaign series, East Front, 
may remember a meal that came out of 
the kitchen in a shambles, with portions under- 
cooked and other scorched. It was only after 
several return trips to the kitchen (read: patch- 
es) that the meal became presentable, so 
wargamers were wondering how TalonSoft’s 
cooks would do with West Front, the next meal 
in the series. Happily, this dinner is largely a 
great success; while perhaps not a meal for the 
pickiest of gourmand wargamers, its solid meat 
‘n’ potatoes qualities should satisfy just about 
everyone else. 

West Front covers tactical ground combat 
during the WW II on, not surprisingly, the West 
Front. Starting with the rumble of early panzers 
as they cross into the Low Countries and France 
and ending with the Allies knocking on the 
doors to the Reich itself, this game covers a lot 
of ground. Hardcore wargamers often look to 
the East Front for the choicest gaming subject 
matter, but West Front can do a lot to redirect 
their attention, covering as it does what are 
really three separate fronts: North Africa, the 
Mediterranean, and Northwestern Europe. Even 
more important than the visual differences each 
area presents are the gaming differences— 
combat across the wide open spaces of North 
Africa really does feel different from that in the 
confines of European terrain, giving West Front 
battles more variety than those in East Front. 

The core engine remains the same, which is 
where some of the gourmands may take a bit 
of exception. Hexes are still 250 meters across, 
a scale that leads to some conflicts over just 
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what the attack range of infantry against armor 
should be (an extra combat result—call it sup- 
pression—could have helped here, something 
that would also fix problems with artillery’s 
nearly complete ineffectiveness against armor). 
Also still around is the somewhat controversial 
headquarters/supply system, although this has 
been modified by the ever-so-subtle spice of 
an extra (and optional) layer of command, one 
that is, unfortunately, too faint to be really 
noticeable in gameplay. 

Many other portions of the game, though, 
have been fixed or improved upon. Sighting 
seems much better than before, something 
you may or may not appreciate when you go to 
assault that bunker only to find it contains 
three units and not one. Additions to the 
engine include paratroopers, gliders and land- 
ing craft, each of which adds its own dimension 
to battles. The Al now makes a fair if somewhat 
cautious commander; no longer does it seem 
to lead with its artillery, and you'll often see it 
dismounting infantry in good order before it 
makes an assault. The manual—oh, the manu- 
al! The 256 page tome just doesn’t compare to 
East Front’s near leaflet. 

The interface is still complex, but then that’s 
a problem all wargames of this caliber face, and 
one that TalonSoft handles better than most. 
Two fixes could still be made: allowing you to 
turn off a// movement animations in the 3D 
views, and letting you select the unit highlight 
color (the red used can, for some of us, be near- 
ly invisible). The graphics are up to TalonSoft’s 
usual standards, and improve upon those in 
East Front. Gone are most of the visual oddities 


The shell holes and burning hulks tell the story 
of a vicious battle in the North African desert 


The same battle from a 2D perspective 


like railroads with sharp corners in them, and 
those that remain don’t annoy. Each theatre 
has its own tile set, and if you're willing to 
spend the RAM you can get varying unit graph- 
ics as well. 

Perhaps the biggest improvements come in 
the campaigns of the series’ name. The ran- 
dom campaigns of the original now actually 
work, and have been improved upon tremen- 
dously by the addition of a pre-battle set up 
phase; while a bit rough at spots, it’s an 
extremely welcome addition (odd, though, 
that they didn’t include it in the random sin- 
gle missions). In addition, you now get fixed 
campaigns, campaigns where you follow the 
path of a specific unit through a particular 
battle. Top this off with a selection of pre- 
made missions, the random mission genera- 
tor, and the mission editors, and you've got an 
awful lot of gameplay here. 

While some of the improvements are obvi- 
ous, they don't alone explain the overall feeling 
you get that this is a much better gaming meal 
than East Front was when it first left the kitchen 
(or, indeed, than it is even now). Sure, you 
could imagine some things that would turn 
West Front into gourmet war gaming, but who 
wants to eat fancy food all the time? If you're 
looking for plain out-and-out good wargame 
eats, West Front’s sure to satisfy. —Scott Udell 


West Front 


TalonSoft * www.talonsoft.com + Requirements: 
Windows 95/98, 133 MHz Pentium or higher, 16 
MB of RAM, 4X CD-ROM + Multiplayer: 2-16 
players, Internet, LAN, modem, serial, PBEM, 
same machine 


Populous: The Beginning 


In Bullfrog’s long-awaited sequel, it’s good to be a god 


ong-time gamers fondly remember the 

Original Populous. It was easy to under- 

stand the appeal—who doesn’t want to 
wield phenomenal cosmic power and lead 
faithful followers to global domination? The 
third game in the series, Populous: The 
Beginning, answers an important question— 
how does one become a god in the first place? 

You're thrust into the bare feet of an ancient 
tribal shaman on the outskirts of the solar sys- 
tem. It is your job to raise a tribe by converting 
wild men and breeding followers. You use their 
faith to power your supernatural abilities and 
exert your omnipotence, combing the land for 
infidels to convert or destroy before moving to 
the next planet or moon. When the entire sys- 
tem has been proselytized you become the 
one true god. 

It all takes place in the mold of a real-time 
strategy game, but one dripping with atmos- 
phere. The 3D accelerated graphics are out- 
standing and there are dozens of ambient 
touches. Watching your little warriors do 
pushups as they wait for orders or braves level 
ground to build a hut is absolutely delightful. 
The sounds, from the mystical, tribal back- 
ground music to the yells and screams of battle 
are perfect—not since Warcraft has there been 
a game with so much personality. The best 
effects of all, however, come from the shaman. 

Using mana generated by adoring followers, 
the shaman summons earthquakes, lighting, 
volcanoes, and even an angel of death. Each 
level introduces one or more spells, gained by 
worshipping idols or raiding vaults of knowl- 
edge, and these are the keys to victory. A pow- 
erful shaman can walk single handed into a vil- 
lage and reduce it to rubble, causing more 
havoc than Sissy Spacek’s walk home in Carrie. 

Most of the expected real-time trappings are 
present: unit queuing (literally—units waiting to 
train line up outside of huts), hotkeys for group- 
ing units and map locations, and waypoints for 
patrols. Planets are actually global, with realistic 
horizons and transformable terrain. This adds 
some new twists. During town building you can 
take advantage of the terrain engine by using 
certain spells to level mountains or create 
impassable walls of earth, or cast erode spells to 
destroy land bridges your enemies build. 

You'll need sound defenses, because you 
can be attacked from any side at any time. 
Unlike traditional strategy games, you can’t 
take it easy because you make a base nestled in 
a corner of the map. The engine also allows 
some fairly elaborate feinting and flanking 
maneuvers in addition to attacks from the sea, 
air, and land. 

Obviously, things get hectic, but Bullfrog 
provides the necessary tools. Fans of Total 
Annihilation’s more-units-than-you-need 
school of thought will be disappointed, 
because there are few unit types. However, 
hats off to the designers for not going over- 
board—you don’t need more. Unlike some 


A bunch of heathens await enlightenment 


more recent games, units actually get to where 
you send them without getting stuck on every 
tree, and idling workers will automatically start 
building or repairing structures that need it. 
The interface is elegant and well thought out, 
with everything displayed along the left side 
of the screen. 

Unfortunately, actual gameplay leaves 
something to be desired, and that something is 
usually, and lamentably, fun. There are puzzle 
missions that are a blast to play, like one where 
you have to jump into a boat to escape a rapid- 
ly eroding beach and pull an Atlantean village 
from under the sea. It’s brilliant, and requires 
quick thinking in lieu of force. Unfortunately, 
most of the levels come down to a “my horde is 
bigger than your horde” playground pushing 
match. After spending an hour or more slowly 
nurturing a village and raising an army, it’s all 
over in a few minutes as they overrun the 


Nothing ruins a day like a volcano in 
the middle of town 


enemy. There are no tactical options, so you 
join battle by throwing all your units in the 
general direction of the bad guys and wait to 
see what happens, casting the occasional spell 
to help them out. 

This game should be better than it actually 
is. It's easy to use, gorgeous to look at, not 
buggy and features a fun multiplayer mode. 
However, the gameplay is too derivative too 
often, and at times is merely Command & 
Conquer in full tribal regalia. It all gets quite 
boring after a while, and that’s the death of any 
game. —Nathan Smith 


Populous: the Beginning 

Bullfrog * Requirements: Windows 95, 133 MHz 
Pentium or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: 2-4 players, Internet, LAN, modem 
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_ Campaign mission module includes 
___ resource management, realistic 
enemy engagement and save 
now/play later mission 
Save system. 


Mission editor Jets you 
create your own realistic 
theater. of operation. 


- Features detailed 3D 
Ships, aircraft and 
ground vehicles. 


Engage in multiplayer ae 
furballs with up to 16 
players via a LAN = or go : 
-head-to-head on : 

- the internet. -— Soa 
canoes www.flanker2.com : 
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FLANKER .O features stunning graphics and streamlined 
| playability — without compromising the technical excellence of its famous 


predecessor! Using previously classified Russian satellite imagery anda — 
new 3D graphics engine, this State-of-the-art combat sim provides photo- 


pers 


realistic terrain. Improved flight dynamics, a new 3D sound system, and : 
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the release of a third Settlers game— 
after all, neither of the first two was a 
huge hit here in the States. But Blue Byte’s own 
vision of the “god game” has enjoyed much 
greater success in Europe, making a third revi- 
sion a fairly safe bet for them. A quick overview: 
Settlers Ill puts you in charge of a tribe bent on 
world domination. You need to build an infra- 
structure, expand borders, and eventually fight 
the enemy. The workers of the game are not 
controlled directly; instead, you merely specify 
where to place buildings, and they do the rest. 
Specialists and military units are controlled 
directly, the latter more often acting like an 
armed mob than a disciplined army. 

So what's new in this version? The biggest 
change is that there is no more road construc- 
tion. Instead, you worry about finding the ideal 
spot to place a building and then your settlers 
will wear down paths naturally. Territorial 
boundaries work differently: once you've estab- 
lished control of an area, the only way the 
enemy can get it away from you is to take over 
all of the guard towers influencing that area. 

There are three civilizations to play, and for 
the most part, each sports the same types of 
units and buildings (although each has a dis- 
tinctive look). The few exceptions create subtle 
differences, but nothing as markedly different 
as, say, the three races of StarCraft. There is 
nothing inherently wrong with Settlers //I, but it 


simply doesn’t sparkle. In fact, as you work your 


way through the three campaigns of eight mis- 
sions each, it starts to get dull. Since you have 
access to all the buildings and units from the 
start of a campaign, there are never any new, 
advanced “toys” to play with. Each mission 
plays the same as the last, until they all start to 
blend together. 

The Al is hopeless. This isn’t such a big con- 
cern in the campaign missions, which are craft- 
ed so that both enemy settlements and geo- 
graphic location act as obstacles to overcome. 
But the poor Al makes the “skirmish mode” 
useless. Even in the campaign game, you'll be 
halfway through the second campaign before 
being seriously challenged. 

Lots of little gripes, too. The games is serial 
number protected, which is fine, but you have 
to re-enter that number at least three times as 
you explore the program. You can't load a 
saved game from within a game. There were 
problems with unreadable CDs on two test sys- 
tems. The printed manual is laughably short, 
and the online version not much better. 
Though few actual bugs were encountered, the 
Settlers III Internet site is jammed with bug 
reports from other players. 

This is the first Settlers game to support mul- 
tiplayer through both IPX and TCP/IP, and Blue 
Byte offers a matching service for the latter. 
Logging into the server in Germany can be 
problematic, although the service works well 
enough once you get in. 
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A nice bread production layout. Farm in the center, mill just above it, waterworks to the right, and 
bakery to the left. Tower for protection, and gold reserves for inspiration 


What Egyptian settlement is complete without its Sphinx and Pyramid? 


It is perhaps a tribute to the fundamental 
design of Settlers /// that even with all the little 
gripes and problems, the core game is still 
fun to play. It appeals to the builder and the 
destroyer in you. The first phase of a sce- 
nario—spent building your settlement—has 
that SimCity appeal. You'll need farms built, 
and metalworking shops. Barracks and tem- 
ples. Housing for your peasants. There’s never 
quite enough room or quite enough materials 
to get it all done. And then you move on to 
the military phase. As your troops take over 
enemy guard towers, surrounding buildings 
explode, leaving behind raw materials for 
your settlers to swoop in and collect. This 
phase of the game becomes an exercise in 
slash and burn economics. It’s really quite 
fun, at least for a while. 


Settlers Ill is the kind of game that you'll 
probably play for a week straight, after which 
you'll get bored and stick it on the shelf. Six 
months later, you'll take it down to play some 
more. In the meanwhile, Blue Byte is hard at 
work on patches to fix all the things that 
should've been fixed before release (especially 
given that they ran a huge open beta test of 
the product). By the time you revisit the game, 
it could be a real winner. —Peter Smith 


Settlers Ill 

Blue Byte Software * www.bluebyte.com * 
Requirements: Windows 95/98/NT 4, 100 MHz 
Pentium or higher, 32 MB of RAM, 4X CD-ROM + 
Multiplayer: 2-20 players, Internet, LAN 


ruthless.com 


The blue tiles represent Ender Corps’ market share. Reorganizing the structure 
of your company can often spell the difference between victory and defeat 


ver wonder what it would be like to be in 

charge of Hasbro? Ever wondered what it 

would be like behind the scenes at you 
favorite computer software company? Well, if 
Tom Clancy’s ruthless.com is any indication, it’s 
apparently very...ruthless. 

The game allows you to explore the vicious 
world of business in the computer software 
industry. It’s your job as CEO to take your com- 
pany to the top of the market, by any means 
possible. Use your business savvy to pummel 
your competitors into bankruptcy and capture 
their market share while building up your cor- 
poration into a network of holdings to monop- 
olize the market. 

Players build up business profits and capture 
market share by creating “product” depart- 
ments. The more of these unspecified “product” 
departments you control, the better market 
penetration you have. However, as the unex- 
ploited market shares shrink, quality (R&D and 
marketing departments) is the critical factor in 
grabbing and keeping market shares from com- 
petitors. Your corporation will have a range of 
other departments that can be exploited to 
help get your company the leverage it needs to 
dominate the market. The computer core can 
protect your buildings or scope, and attack 
(through viruses) the competition. The legal 
department can research lawsuits, make or 
break patents, and even sue, if contracts are 
breached. There are other assets like security, 
human resources, acquisitions, and administra- 
tion, and each of these departments has a 
diverse selection of orders to choose from. 

This game does an excellent job of creating 
the feel for the darker side of business. It has a 
novel design that seamlessly handles the com- 
plexity of all these aspects interacting. Getting 
the chance to play dirty as Micro...er, Evilsoft can 
be seductive. Therein lies part of the problem. 
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The game is represented on a 
very abstract level. For 
instance, the market shares are 
represented as tiles on the 
map grid, and departments or 
buildings are represented on 
those tiles at arbitrary loca- 
tions. The interface is laid out 
in this cyberpunk motif that 
sometimes multiplies the feel- 
ing of confusion when first try- 
ing to orient yourself to the game. This is one of 
those games you just can’t jump into, both 
because of the complexity and the overall alien- 
ating feel of the cyberpunk theme. 

Additionally, while the 70-page manual goes 
into enough detail to get you going it leaves 
many points unclear. For instance, do addition- 
al executives give you additional capability to 
secure orders? Do the benefits of marketing 
and R&D filter down to buildings farther down 
the network chain? These answers can be 
uncovered during play, but these shortcomings 
only make it that much harder for players to 
initially immerse themselves in play. 

Once past these initial hurdles, the game 
becomes quite addicting. That’s when you dis- 
cover what each of the departments can do, 
and how they interact with each other. You'll 
also discover the darker side to your personali- 
ty when you smile as the security and comput- 
er department attacks start flying. 

The game play times are intended to vary 
from 1-3 hours per game. This brings us head- 
long into the game's primary shortcoming. ruth- 
less.com’s campaign is intended to give players a 
prolonged challenge. Unfortunately, the Al 
seems to fumble when managing a company 
from infancy. The game is easily beatable—even 
on the harder settings—without touching much 
of the depth of the interactivity available in it. 
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Each of the scenarios offers you to the opportunity to 
explore different aspects of the game 


Fortunately, the Al seems much better at han- 
dling established corporations and the six sce- 
narios offer substantial challenges and will force 
players to explore the depth of the game design. 
Of course, at about an hour per scenario plus an 
average of three hours for the campaign, that’s 
roughly nine hours of enjoyment. It’s question- 
able whether it’s worth the cost of the game, 
unless you replay each scenario several times. 

Players compelled to get their dollar’s worth 
will likely load up multiplayer, which is where the 
game really shines. The number of preferences 
make this quite game configurable, and all the 
depth and strengths of the title come alive when 
playing against someone with real fuzzy logic. 

If gamers can get past the hurdles of the 
weak manual, the abstract design, and the 
cyberpunk artwork/scheme, ruthless.com is 
actually an enjoyable, albeit somewhat brief, 
playing experience. Multiplayer or dirty busi- 
ness sim fanatics, on the other hand, will defi- 
nitely find something to chew on. —David Finn 
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ruthless.com 
Red Storm * www.redstorm.com * 
Requirements: Windows 95, 120MHz Pentium 
or higher, 16 MB of RAM, 4X CD-ROM = 
Multiplayer: 2-6 players, Internet, LAN, modem 


COMPUTER GAMES _ 8] 


TAKE 


CIVILIZATIO 
FARTHER... 


+N sama a 
dane kts 


4000 B.C. 


COMMAND, DEFEND, AND CONQUER COLONIZE THE PLANET AND =} 40) 18) 
Command powerful armies and make every social, economic Retrace the steps of mankind across the globe. Build orbital | 
and political decision. Deploy over 65 beautifully-detailed units, 7000 space colonies and add speed to your arsenal. Discover and harvest 


years worth of weaponry, and over 100 technological advances. vast oceanic resources to grow immense underwater empires. 
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ACTIVISION. 


3000 A.D. 


CALL TO POWER ADVANCEMENTS 
All-new strategies, including unconventional warfare - More units, buildings, Wonders and technologies ~- Vast new realms: Space and Sea 
Fully-animating, hi-res, 16-bit graphics ~- Breakthrough time-saving interface - Enhanced diplomatic and trade options 


Scenario Builder - Internet and LAN Multiplayer - All-new Wonders of the World in stunning cinematics 
fore] Nii vtem tele]. mae, 
—Tolad [a=] geld a1 Ot-Molela: im www.activision.com 


Civilization: Call to Power © 1998 Activision, Inc. Activision is a registered trademark and Call to Power is a trademark of Activision, Inc. CIVILIZATION computer games © 1991-1998 MicroProse Software, inc. CIVILIZATION is a trademark or registered trademark of 
MicroProse, Inc. or its affiliated companies. This product is made and sold under license from MicroProse. All rights reserved. All other trademarks and trade names are the properties of their respective owners. 


Thief 


The quietly brilliant 3D action game 


ooking Glass has a habit of producing 

games that cross the boundaries of tradi- 

tional genres. They gave us Ultima 
Underworld at a time when a the terms “3D” and 
“role-playing game” rarely appeared on the 
same page. System Shock innovated with its 
high-tech blend of action and role-playing in a 
realistic sci-fi environment. It is in the same vein 
as these stellar titles that they give us Thief: The 
Dark Project, which takes what appears to be a 
first-person shooter and blends it with adven- 
ture elements, creating something that doesn't 
quite belong in either genre. The fact that Thief 
is hard to pigeonhole is part of its appeal. 

At the start of the game, your alter-ego 
Garrett recalls an event from his youth about 
how he tried to steal from a member of the 
Keepers, a secret order of thieves. Naturally 
young Garrett was caught, but the Keeper was 
so impressed by his potential that he took 
Garrett into their fold. This sets the stage for a 
well-implemented training level which gets 
players accustomed to the drastically different 
style of play demanded of a master thief. 

The game proper starts when Garrett, fully 
grown, decides to leave the Keepers and strike 
out on his own. Further missions then progress 
through a plot that nets him more than he bar- 
gained for. As the story unfolds, he must dodge 
the watchful eyes of mansion guards, fanatical 
puritans called Hammerites, and undead or 
supernatural monstrosities. The game takes a 
somewhat disappointing turn toward the 
supernatural as the missions progress—sneak- 
ing around a wealthy man’s mansion dodging 
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Lots of guards, but with so many shadows, 
it’s no problem 


A violent confrontation in church, no less 
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guards is somewhat more fun 
than sneaking around an aban- 
doned part of the city dodging 
zombies. This, and the lack of 
any sort of multiplayer option, 
are the only blemishes on what 
is otherwise a completely 
engaging, well polished, and 
totally refreshing game. 

Being a thief isn’t easy, espe- 
cially when you've been weaned 
on circle-strafing and rocket- 
jumping. You must learn to 
stand still in the shadows to 
avoid being seen or heard, leave 
no trace of your passing, and 
accomplish your goals without 
anyone else knowing. While the 
game isn’t overwhelming on a 
technical level, it does a better 
job of making the player feel like 
a part of a real environment than 
any game in recent memory. It’s 
as if nothing in the environment 
is there just for effect. Every 
shadow provides a hiding place, 
every torch can be extinguished, 
and every floor makes a different 
sound when you walk on it. 

Thief offers up some truly fan- 
tastic sound effects (in 3D if your 
sound card supports 
DirectSound3D or A3D). 
Listening to the guards chat or 
whistle as they walk their patrols 
is surprisingly entertaining, and 
it's also critical for successful 
sneaking. Of course, the enemies 
can hear you as well, so you have to be mindful 
of how much noise you make. Walking produces 
quieter footsteps than running, and grass is 
much less noisy than a steel floor. The sounds 
you make can be used to your advantage— 
throw a kitchen pot across the room and it might 
distract a guard long enough for you to sneak by. 

Garrett enters every mission prepared for 
confrontations, bearing a sword, blackjack, and 
several types of arrows for his trusty bow. Make 
no mistake, though; a fair fight with even one 
opponent is likely to leave you seriously 
wounded, so avoiding combat is essential to 
success. Fortunately, an enemy that doesn't 
know you're there will often fall to a single 
arrow shot, sword strike, or knock on the head 
with the blackjack—just be prepared to hide 
the body, as a dead guard in the middle of a 
hallway is sure to cause a panic. Most of 
Garrett's arrows are utilitarian in nature. Rope 
arrows let you climb to otherwise unreachable 
areas, water arrows extinguish torches, and 
noisemaker arrows provide a handy distraction. 
Spending some cash before each mission to 
customize your loadout can make things easier, 
as nothing is worse than being in a situation 
where you don't have the right tool for the job. 
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It’s clear that really bad things must have happened here 


It’s quite amazing how much fun it can be to 
avoid action. When a single guard’s notice can 
ruin your mission, you'll find yourself holding 
your breath when standing still in a dark cor- 
ner, watching a Hammerite fanatic walk by 
within arm’s reach. There is a true sense of 
paranoia felt throughout the game, and a fan- 
tastic sense of accomplishment and power 
when you pull off something particularly crafty. 
The unique method of adjusting the difficulty 
level provides real replayability as well—setting 
the game to “hard” or “expert” doesn’t adjust 
health, damage, or creature Al, but rather adds 
more victory conditions to each mission. 

Thief is the kind of game that makes it hard 
to keep a grin off your face. You constantly feel 
like you're getting away with something you 
shouldn't. It appeals to the mischievous fifth 
grader in us all. Jason Cross 


Thief: The Dark Project 

Looking Glass Studios * www.!glass.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM + 
Multiplayer: None 


Heretic II 


Lights, camera, magic! 


fter three and a half games, Lara Croft 
A hasn't come very far. Her Tomb Raider 

sported impressive technology when it 
effectively created the third-person perspective 
game. But that was back in 1996. Since then, 
her brethren with first-person perspectives 
have seen amazing advances while she’s still 
puttering around in the same dated engine. 
Leave it to the folks at Raven to rescue a floun- 
dering genre. 

Raven's Heretic II is the redemption of the 
third-person perspective in action games. 
Using the Quake // engine with a smooth and 
polished viewing system, the game follows the 
cross-country exploits of an elf through a 
medieval fantasy world. The levels are as much 
about architecture as they are about light and 
dark. Raven uses impressive lighting effects to 
cut across a canvas of gloom and illuminate 
their details. The combat is beautifully integrat- 
ed into these aesthetics of light and shadow; 
rather than using weapons, you use spells 
whose effects have the same color and bril- 
liance as Forsaken. But whereas Forsaken was 
often gaudy and gratuitous, Heretic II's magic 
light show is entirely appropriate for the 
game’s enchanted slaughter. Bolts of red light, 
showers of sparks, and moonlight-blue explo- 
sions are hurled through the shadows. 
Particularly impressive is the Storm Bow, which 
creates a lethal red cloud over your enemy, 
complete with raindrops and lightning bolts: 
Ziggy’s worst nightmare. 

The level design is relentlessly linear, almost 
to the point of being on rails, but this is hardly a 
complaint when you're being guided through 
such an exquisite show. Although there are 
minor adventure elements, they’re even more 
streamlined than the token questing Raven used 
in Hexen II. The point of Heretic // is to move from 
one spectacle to the next, trading mana and 
ammo for visual splendor. The distribution of 
ammo and mana forces you to vary your attacks 
rather than simply upgrading to a new attack 
whenever you find a more powerful spell. 

The viewing system is just as impressive a 
feat as the graphics themselves. A tethered 
camera follows your elf’s every move, looking 
over his shoulder. You can hold down a key to 
swivel your view or drop a camera to watch 
from a fixed position (the latter option is inter- 
esting, but not very useful). But what’s most 
impressive about the view is the fact that you 
probably won't notice it. There are almost none 
of the clipping problems that plague free 
roaming cameras. You can navigate fairly tight 
corridors, wide-open spaces, and complex ver- 
tical levels with ease. Although the view can 
get jerky when you, well, jerk your character 
around, it's pretty easy to keep track of where 
you're going and what you're looking at. 

Some of the animation in Heretic // is a little 
stiff, but the sheer variety of moves more than 
makes up for this. You get a solid sense that 
you're controlling a character rather than just 


steering him. The complex but 
configurable interface, which takes 
some getting used to, allows for 
everything from tumbling to climb- 
ing ropes to pole vaulting. Lara 
Croft may be a gymnast, but this elf 
puts her to shame. He may be ass- 
less, but he’s got the moves. 

Unlike some of Raven’s previous 
efforts, the enemies in Heretic // are 
distinctive and varied. Some crea- 
tures even come in different sizes. 
This menagerie fits nicely with the 
game's fiction (you're traveling 
across the land to find the cure toa 
plague), pitting you against sick 
crazed elves, plague-sprayers, and 
the unique denizens of the places 
you visit. You'll also find some 
amusing touches, such as the rep- 
tilian birds that fly off with your 
head when they kill you. You can 
blow the limbs from your oppo- 
nents, who panic like weaponless 
Stormtroopers in Jedi Knight or the 
innocent bystanders in Blood. 

At one point, there’s a show- 
down with a boss in a courtyard lit- 
tered with huge stones. The fight 
plays like a shoot-out as you trade 
shots and hide behind the stones. 
In most games, the stones would 
have been a fixed part of the level 
design, but Raven toys with your 
expectations by crumbling the 
stones as they take fire, leaving you 
with no place to hide. Heretic I/ is 
full of these sorts of clever touch- 
es, Ultimately, it’s not merely an 
action game, but Raven’s 
picaresque and picturesque tour of a lithe elf’s 
journey and his spectacular bag of tricks. If the 
overall game isn’t particularly exceptional, 
especially in this season of superb innovative 
games like Ha/f-Life and Thief, it makes for good 
solid entertainment using all the resources of 
the latest technology. —-Tom Chick 
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What used to pass for modern art 


A decidedly un-Christmas-like combination of green and red 


Heretic Il 
Activision * www.activision.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM = 
Multiplayer: 2-32 players, Internet, LAN 
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introducing Microsoft 
Combat Flight Simulator. 


With the same stunningly realistic flying 
experience Flight Simulator is known for, 


only this time it’s the 1940's and there's 


a war on. Join the Allied or Axis forces, 


choose your fighter, and fly missions in the 
Battle of Britain and the Battle over Europe. 
But don't expect a sight-seeing trip. 
Sure, the Eiffel Tower, Royal Albert Hall 
and other historically accurate landmarks 
are there in heart-stopping 3-D graphics. 
Unfortunately, with black smoke pouring 
through the shattered cockpit of your 


P-47D you won't see much. 
And if that isn't thrilling enough, bring 
in thousands of planes from the Internet and 


engage in deadly dogfights over scenery 
imported from Microsoft Flight Simulator. 
That's not all. Combat Flight Simulator also 
supports multiplayer and force feedback 
technology. So when you pull G’s attacking 
the enemy, and the engine of your Spitfire 
cuts out, you'll know just how it feels. 
After all, nothing beats the feeling of 
flying a historic WWII fighter. Except, of 


course, filling it full of lead and watching it 
plummet pitifully to the ground. Collect your 
orders and find out how Microsoft Flight 


Simulator owners can get a $10 rebate at 


www.microsoft.com/games/combatfs 
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Tomb Raider III 


Lara Croft's latest unpolished adventure 


n entire license or universe like Star 

Wars is big enough, both in the literal 

sense and in its popularity, to support 
multiple mediocre products. When an individ- 
ual is the entire license, that luxury goes out 
the door—one misstep, and everyone moves 
on to something else. With Tomb Raider III: 
Adventures of Lara Croft, Eidos is walking a fine 
line between giving fans what they want— 
more adventures involving the game’s star Lara 
Croft—and milking the franchise, risking its 
integrity with a second-consecutive unpolished 
and only sporadically interesting product. Lara 
deserves better. Gamers deserve better. 

As with Tomb Raider II, developer Core 
Design delivers well-designed levels in less 
than inspired locales. Does your idea of an 
exotic adventure involve exploring the London 
Underground? What is more interesting: 
exploring a pyramid in Egypt or an Egyptian 
museum in the city? Could there be any loca- 
tion as contrived and clichéd as the Nevada 
desert and Area 51? If you don’t care about 
where the adventure is literally taking place, 
you can take solace in the fact the levels fea- 
ture interesting puzzles, though they require a 
lot of relatively boring backtracking. However, 
the game goes out with a bang, as the final 
Antarctica levels are excellent, with a nifty mine 
car ride right out of Indiana Jones and the 
Temple of Doom. 

The game is clearly not aimed at novice 
raiders, as the levels challenge even the most 
experienced player. As complex as they are, 
the level designer’s greatest achievement is 


Lara models her new catsuit in the 
Egyptian museum 
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never trapping the player in an area; 
however, a lack of clear goals often 
leave you fumbling around randomly 
pressing buttons and flipping switch- 
es. But the levels are full of things to 
do and feature fewer dumb enemies 
than Tomb Raider II. There are also lots 
of traps, and while most are pre- 
dictable, in some ways that’s the core 
of their charm. 

The best new feature of Tomb 
Raider II, the addition of vehicles, has 
been expanded. Parts of levels include 
ATVs, mine cars, kayaks, and speed- 
boats, and all of these feature controls 
superior to many racing games on the 
market. There are also a few omissions 
that are sure to puzzle fans of the 
series. Some sound effects are missing 
(no “oof” when you run into a wall, for 
example), the interface for sidestep- 
ping has inexplicably been altered (if 
it ain't broke...), and most curiously 
the game doesn’t show you the object 
being picked up. The latter forces you 
to go into your inventory to examine 
your loot. 

While the pleasures of actually play- 
ing the game remain undeniable, 
there’s a feeling of sloppiness that per- 
vades the product. The 3D technology, 
which has received a minor tune-up in 
the form of colored lighting and smoke 
effects, is still rough. While they've 
added “triangles” to the room geome- 
try, the basic building block remains 
the square. While this works fine for 
indoor environments and the “tombs” 
of the game’s name, it really falls apart 
when Lara moves into the great out- 
doors. There’s no organic look to these 
environments, and some of the trees 
and objects look downright cheesy. 
Also showing a lack of care are repeat- 
ing wall and water textures that don’t 
tile properly and ladder graphics that 
don't line up to Lara’s climbing anima- 
tion. Many of these issues are trivial, 
and few ultimately affect gameplay, 
but their sheer number points to a lack 
of care on the part of the people creat- 
ing the game. 

There are also a few game-stopping bugs on 
the early levels of the game. A patch was issued 
a few days after the game’s release to address 
this and other minor issues, but it still points to 
the game being a rush job, lacking the care and 
attention a Sega or Nintendo lavish on the 
games featuring their signature characters, 

By no stretch is Tomb Raider Ill a bad game; 
however, other videogame companies with sig- 
nature characters—Sega with Sonic, Nintendo 
with Mario or Link—rarely put them in a game 
that feels this unpolished. It’s time for the series 
to get re-energized by either new technology 
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You still get a good sense of the enormity of 
the environments 


The in-engine cut scenes feature lots of nifty action 


or an all-new style of gameplay. As it stands, 
the game’s charms are still as ample as what's 
exposed in Ms. Croft's décolletage; unfortunate- 
ly, charm only gets you so far in today’s com- 
petitive market. -Steve Bauman 


Tomb Raider Ill: Adventures of Lara Croft 
Eidos Interactive * www.tombraider.com 8 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM » 


Multiplayer: None 


Rogue Squadron 


Come fly with me, Luke 


allegedly said of a piece of music 

submitted by Mozart. This is reminis- 
cent of complaints that LucasArts’ X-Wing space 
combat series has “too many keys.” But some- 
times you’re not in the mood for Mozart or a 
sophisticated sim. For those times, may we rec- 
ommend a little Sinatra and Rogue Squadron? 

They're both smooth and easy. They both 

have charm. They're both refreshingly familiar, 
tickling awake sparks of recognition. Flying 
over Mos Eisley, some movement will catch the 


al 00 many notes,” the King of Prussia 


Hold that train! 


corner of your eye and you'll find yourself smil- 
ing at the landspeeders threading between 
buildings. Rogue Squadron is fast pretty fun 
along the lines of Incoming, but in a milieu we 
all recognize. Incoming didn’t really get inter- 
esting until you were defending space shuttles. 
But from the first mission, Rogue Squadron has 
oodles of appeal. 

The game may as well be titled Shadows of 
the Empire: The Parts that Didn't Suck. Taking its 
cue from the Hoth snowspeeder mission, it 
spins an entire game out of planet-level mis- 
sions in fighters and snowspeeders. 
Unfortunately, it’s development as a Nintendo 
64 title is a little too conspicuous. The limited 
viewing distance, a trademark feature of N64 
games, can’t be adjusted. The MIDI-esque 
music is a disappointing step down from x- 
Wing vs. TIE Fighters’ stirring orchestral score. A 
harsh mip-mapping effect abruptly slams detail 
onto objects rather than phasing it in at differ- 
ent ranges. Even the glossy manual is a direct 
copy of the N64’s documentation format. It 
would have been nice had LucasArts tweaked 
the game for PC owners a bit. 

However, the way you earn medals based on 
mission performance, also a legacy of the N64, 


Walker roping 


gives the action a solid framework. By improv- 
ing your performance, you can unlock vehicles 
to use on earlier missions to get better medals. 
Ultimately, you can unlock the Millennium 
Falcon, which is tantalizingly parked in the 
hangar when you choose a vehicle. This is just 
the sort of tease, coupled with Rogue 
Squadron’s fast and easy action, that would 
have even the most jaded gamers crooning 
“I've Got You Under My Skin.” —Tom Chick 


Kk KKK 


Star Wars: Rogue Squadron 

LucasArts * www.lucasarts.com * Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM, 3D Accelerator + 
Multiplayer: None 


Test Drive Off-Road 2 


The sequel has to be a better game, right? 


he pessimist wonders whether anyone 
T really wanted a sequel to Test Drive Off- 

Road, a mediocre game that managed 
to miss both the Windows 95 and 3D acceler- 
ated revolution by a few months. However, 
the optimist knows that off-road racing is 
inherently entertaining, and the sequel has to 
be better, right? 

If anything, Test Drive Off-Road 2 is even less 
inspiring, with poor gameplay and mediocre 
execution. Since its inception in the 80s, the 
Test Drive series has been about driving exotic 


Upgrade your Explorer to this lovely model 


vehicles. While the Explorers and Ram trucks 
present aren't particularly exciting, the big 
draw of the game is its exclusive Hummer 
license. However, if you're going to spend the 
money licensing real vehicles, at the least make 
them feel different—they all have the same 


lack of physics. Monster Truck Madness looks like 


Grand Prix Legends next to this game. Despite 
the game's arcade-emphasis, the cars rarely get 
airborne—they seem stuck to the ground by 
some sort of tiber-gravity. 

The tracks themselves are fairly pedestrian, 
and poor collision detection has you driving 
through some trees while magically running 
into some of the trackside objects. There’s no 
damage modeling at all, so feel free to use the 
(sometimes invisible) track barriers to help you 
through the turns. There are multiple terrain 
types, but all they do is affect your speed, not 
your traction. 

The graphics are at best subpar and only 
support a software-only mode and 3Dfx-based 
accelerators. The sound is equally mediocre, 
with dull engine sounds and repetitive effects. 
As for the music, which features “#1 Recording 
Artists” Sevendust, Gravity Kills and Fear 
Factory, it’s sub-Nine Inch Nails techno metal 
and seems wholly inappropriate for an off-road 


Don’t go off into the ocean—it has an 
invisible barrier 


game. Get used to the tunes—a bug in the 
game forces you to turn it off every time you 
return to the menus or start a race (it says it’s 
off, but you have to enable and disable it to 
make it go away). 

The act of racing has some inherent entertain- 
ment value, so Test Drive Off Road 2 isn't a com- 
plete wash. There are just plenty of alternatives 
that are better in every way. —Steve Bauman 
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Test Drive Off-Road 2 

Accolade * www.accolade.com « Requirements: 
Windows 95/98, 133MHz Pentium or higher, 
16MB of RAM, 2X CD-ROM * Multiplayer: 

2-6 players, LAN 
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Speedboat Attack 


More fun with washed-up adjectives 


laying bad games is a great way to exer- 

cise your vocabulary. After enduring 

Speedboat Attack, you can use words like 
soggy, water-logged, all wet, all washed up, 
sunk, foundered and run aground. But there are 
less painful ways to flex your adjectives: listen 
to Yoko Ono’s greatest hits, sit through the 
WB's Thursday night line-up, take a cheese 
grater to your calves or see how long you can 
hold an ice cube against your testicles. 

If you guessed from the title that Speedboat 

Attack is a boat racing game with combat, 


Driving through this location does not fix the game 


you're only partly right. It is more 
like an homage to the Super 
Nintendo’s B-level games and the 
sort of shareware you would have 
been stuck with if you had a 
Macintosh four years ago. One of 
the kindest things you could say 
about the game is that the graph- 
ics are smooth. This is no great 
feat considering the flat card- 
board cutout look. Different colors 
of cardboard are used for different 
tracks. The flat water is textured 
with a moving pattern, which sup- 
posedly looks fluid. Sometimes 
your windshield gets sprayed with water 
droplets, which is as good as the eye candy 
gets. Next to actual play, the seagull dropping 
on the windshield is the best joke in the game. 

The controls feel more like you're scrolling 
the scenery rather than driving a boat. The 
combat seems to have been an afterthought. 
The funky soundtrack sounds like something 
from a porno flick and the lo-res choppy intro 
movie is about as skillfully produced. Speedboat 
Attack was developed in Russia, where the 
imploding economy is a far less serious threat 
to the country than these game developers. 


Hopefully this bullet has mercifully put a Speedboat Attack 
player out his misery 


Where is Alexey Pajitnov when you need him? 
The game’s supreme joke is that it is distributed 
by a company called h+a, which is indeed the 
only syllable you need to describe Speedboat 
Attack. -Tom Chick 


Speedboat Attack 

H + a* www.h-plus-a.com + Requirements: 
Windows 95, 9OMHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM + Multiplayer: 2-4 players, 
Internet, LAN, modem 


Extreme PaintBrawl 


Just shoot me 


xtreme PaintBrawIl calls itself the first ever 

non-violent 3D shooter. While that may 

be true, the reaction from gamers will be 
vicious—terrible graphics, imprecise control, 
and artificial “anything-but-intelligence” come 
together in a steaming pile of gaming inepti- 
tude that makes /s/and Peril look like Half-Life. 


It could’ve been fun. You are the manager of 
a paintball squad, responsible for personnel and 
equipment. You join a league and play regular 
season matches to raise money, which you 
spend on better weapons and squad mates. 


a M 


Watching these idiots try to walk through each 
other is the second best part of this game. The 
first? Uninstalling it 
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Then the seams burst... in this, 
the age of Unreal, Head Games 
decided to drag the creaky 
Build engine kicking and 
screaming out of retirement, 
and it’s not a pretty sight. 

The old horse hasn't aged 
well. The graphics are a dis- 
grace, and even at the highest 
resolution they make those fin- 
ger painting gorillas look like 
the second coming of Van 
Gogh. The game eschews the 
smooth motion of the game Build was created 
for, Duke Nukem 3D, for slow, choppy mouse 
tracking that feels like swimming through con- 
gealed gravy with one arm tied behind your 
back. Even worse, there is no Internet play, so 
you'll lose friends trying to convince them to 
play a modem game with you. 

By yourself, you can play through a season or 
practice your skills. During matches, you're part 
of a squad of morons that walk in a straight line 
until they hit something. They shoot anything 
that moves, including you. Of course, your 
opponents are deadeyes that always hit you on 
the first shot and never run out of ammo. The 
computer team also has high-powered sniper 


| couldn’t get any screenshots of the enemy before they shot 
me, but my squad mate is more than happy to pose 


rifles while you can only afford pistols that fire 
in a limp trajectory unknown to physics. 

This is one of those rare games that gets it all 
wrong. There’s a group dedicated to destroying 
every Bay City Rollers album in existence—we’d 
all sleep better if someone were to do the same 
for Extreme PaintBrawl. —Nathan Smith 


Extreme PaintBrawl 

Head Games * www.headgames.com » 
Requirements: DOS, 9OMHz Pentium or high- 
er, 16MB of RAM, CD-ROM * Multiplayer: 2-8 
players, LAN, modem 


Vigilance 
a.k.a. “Where’s the 
‘Save Game’ button?” 


Close encounters of the worst kind 


>> te 
ne 
e* 
ark Twain once said of Wagner's music, “It’s not as bad as én 
Mi it sounds” So it is with SegaSoft’s Vigilance: it's not as bad Pi 
as it plays. Although it’s often frustrating and dull, a. * 
Vigilance has a decent engine, interface, level design, and arsenal, : rs 
but the game is no better than the sum of its lackluster parts. : - 


Vigilance's biggest problem rears its head early on. Apparently 
the folks at SegaSoft are graduates summa cum laude of the “We 
Learned Nothing from Dark Forces” School of Design. Yes, that’s 
right—there are no mid-level saves. This sort of design blunder is 
tantamount to requiring gamers to tinker with their CONFIG.SYS 
files to free up extra high memory; this sort of thing should have 
gone the way of the smallpox virus, virtual reality goggles and 
Porky's movies. [A patch was released at press time that adds this fea- 
ture—will they ever learn?] 
Luckily, the gameplay isn’t of the one-shot-you’re-dead variety; 
it’s closer to Quake than Rainbow Six, offering armor and health 
aplenty to soak up the hurt. The levels are mildly interesting, 
although you can count the interactive elements on two fingers: 
buttons and doors. There are lots of wide-open areas for sniping at 
the magically spawning, stupid, and generic enemies (see one 
henchman of an evil terrorist organization bent on world domina- 
tion and you’ve seen ‘em all). 
The control scheme is an admirable attempt at something new, but 
it’s not entirely successful. Unlike simple strafing, you can easily move 
in a straight line while looking around in all directions. The controls are 
extremely configurable, so you can patch together the interactions of 
movement, aiming, mouse, and keyboard however you like. Although fi 
this setup is more dynamic than your garden variety mouselooking, i | . 
it’s a toss up whether it’s worth climbing the learning curve. 
There is a good variety of weapons, but the differences among | | 
them aren't clear. Rate of fire seems more important than ammo iy bit 
type, which means the pistol is a better weapon than the shotgun. In } ae 
multiplayer games, the interface makes for some interesting death- 1 \' 
matches, but the game’s lobby on HEAT.net isn’t exactly bustling a 
with activity. With stronger multiplayer options (it only offers basic | 
deathmatches, although the single player levels would have been 
ideal for co-op), Vigilance could have risen above its shortcomings. 
But in a post-Half-Life world, mediocrity is next to god-awfulness. 
Expect stacks of Vigilance boxes to choke the bargain bins, especially 
now that SegaSoft has 
announced they won't 
be doing retail distribu- * x WH Ww 
tion any more. Too bad Vigilance 
their swan song sounds SegaSoft * www.segasoft.com * 
more like the strangled Requirements: Windows 95, 133MHz 
cry of an ugly duckling. Pentium or higher, 32MB of RAM, 4X CD- 
-Tom Chick ROM * Multiplayer: 2-8 players, Internet, LAN 
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Fighter Pilot 


Arcade action with the flavor of flight 


despite its heritage Fighter Pilot is nota 

true flight sim, and any attempt to evalu- 
ate it as such is doomed to failure. This means 
you need to evaluate it as an action game, and 
here it comes up lacking. 

The game revolves around a set of single 
player missions tied together loosely by a thin 
plot line. You fly missions in Iraq, Iran, and 
Pakistan, yet everything looks the same; odd, 
because some of the multiplayer maps are 
much more interesting, sporting snowy land- 


j et’s get one thing straight up front: 


Some of your combat is at a distance with 
missiles... 


MIA 


Shootin’ up the ‘Nam in solid style 


body thinks about the conventional 

array of Quake-rs, Duke-rs, and Unreal- 
ites current and still to come. Say it to Glass 
Ghost, however, and they hand you MIA, one of 
the best 3D shooters to come out in a long 
time and certainly the only shooter so far to 
succeed in portraying a battlefield of some 
sophistication and general realism. 

In point of fact, the M/A engine is so power- 

ful it easily surpasses the capabilities of more 
serious simulations: the landscape has trees, 


% ay “3D shooter” nowadays and every- 


Goin’ in low and fast on enemy sampans—be 
sure to have a good flightstick... 
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scapes, “stormy” weather (read: fog), and signif- 
icant mountains. 

The missions you fly tend to be linear—fight 
your way through resistance, hit your major 
objectives, and finish... or continue on if you'd 
like to rack up more points. The most interest- 
ing (and challenging) ones are where you must 
escort a special forces helicopter, but even 
those where you're basically just shooting stuff 
up can be fun. As you progress you'll get to fly 
different airplanes; subtly varied performance, a 
custom “weapon,” and different graphics are 
the chief differences. While the graphics may 
not be as impressive as the latest big-title shoot- 
er they are decent enough, although even ona 
450MHz Pentium II you may experience stutter 
when flying through a big explosion. 

Overall, the missions are just not filling 
enough nor, on the higher difficulty levels, hard 
enough. You can blast through all of them on 
“Novice” in just a few hours; pump up the diffi- 
culty and you can still blast through them all in 
a few hours, with little noticeable increase in 
the difficulty beyond more susceptibility to 
damage, and replayability is negligible. Even 
the game’s “boss” level is less challenging than 
the first level in many shooters. Multiplayer? 
Well, your mileage may vary, but a two player 


there are a multitude of vehicles and 
troops active at any time, the depth of the 
view is tremendous, terrain can camou- 
flage units naturally without any kind of 
compensatory gimmickry, infantry scurry 
about amongst civilians and livestock 
react reasonably to your activities. The 
physics engine enables the kind of realis- 
tic cinematic events that, when combined 
with the superb Al, creates seemingly 
genuine combat moments. 

Into this we step, playing the role of a 
helicopter pilot in the Vietnam Mess who 
flies whatever rotary aircraft his CO gives him 
(bedecked with the available weapons of the 
era) to hunt down enemy forces and support 
U.S. troops. 

If a missile strikes the ground beside an 
enemy truck transport, that truck may flip over. 
Take a rocket to your tail rotor and go for a 
whirling smoky spin, appropriate tilt and all. Fly 
at night during thunderstorms and downpours 
to defend a base camp, or escort a search and 
rescue chopper to its besieged passengers. Fly 
out with doorgunners in support of a Navy 
SEAL team, directing them with flares to the 
targets, and go in low and fast with an AH-1 
Cobra gunship. Grenade a VC village and call in 


$413 3144-54143444-4044 


...while some is up-close and personal 
gunfighting 


Internet game was a lag-filled nightmare. Sure, 
the game only costs twenty dollars, but most 
games twice its price sport more than two 
times the play value. 

These flaws are a shame, because the game 
is fun, in a mashed-potatoes-and-gravy kind 
of way. Gamers less skilled at either action or 
sim games may find (short-lived) enjoyment 
in it, but others should let this one fly on by. 
-Scott Udell 


Fighter Pilot 

Electronic Arts * www.ea.com * Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
16MB of RAM, 4X CD-ROM Multiplayer: 2-8 
players, Internet, LAN, modem, serial 


The NVA attempt to destroy an American Chinook 
taking on evacuees, all in full polygonal 3D 


an airstrike from the napalm-laden P-51, or 
mark the target with a flare to draw the loving 
attentions of your Huey wingmen. 

Campaign-style missions, arcade bliss. MIA is 
absolutely a must-try release for action gamers 
of all stripes as well as sim nuts: it’s that good. 
-Scott Hunter 


MIA 

GT Interactive *» www.gtgames.com * 
Requirements: Windows 95, 98, 133MHz 
Pentium or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-8 players, Internet, LAN, modem 


0.D.T.: Escape... 
Or Die Trying 


Did it die trying to 
escape the Holiday rush? 


The aiming view is virtually useless for aiming. Can you tell where 
the GUN is pointing? 


learned that lesson by now. But clearly they either haven't, or 
they've sacrificed quality at the altar of holiday shopping, because 
their new third-person shooter O.D.T. falls apart at a fundamental level. 

Simply put, due to a problematic floating camera, you often can't see 
what's happening. And although there is an aiming mode that addresses 
the issue somewhat, you can’t move while using it — leading to frequent 
“blind” jumps and clumsy deaths. When it comes to combat, the aiming 
mode is still useless, since there’re no crosshairs and the camera is now 
positioned such that your character's head blocks most of the view. You 
can only save the game at specified places and they're much, much too 
widely spaced (often you'll play for a half an hour or more without seeing 
one), although along the way you'll find checkpoints that act as resurrec- 
tion spots if you die. Joystick control is too sensitive and keyboard control 
isn’t sensitive enough. The mouse is not even supported. 

O.D.T. does have some nice aspects. There’s a role-playing element 
to the game — characters earn experience that can be assigned to var- 
ious skills. Many powerups can only be used if an appropriate skill is 
high enough, thus forcing you to sculpt your hero. Also, some of the 
level designs are fairly clever. The game definitely gets better as you 
get deeper into it (for one 
thing, your weapons start to 
auto-aim) but most gamers 
won't have the patience to get 
past the second level. 

This is a game you'll want to 
like but you just can’t, due to the 
horrible interface. So do this: buy 
O.D.T. when it hits the bargain 
bins. When you start playing, tap 
<ESC> and type “alex” to get 50 
lives. With that security 
blanket, much of the 
frustration goes out of * * exer? 
the game and it O.D.T.: Escape...Or Die Trying 
becomes rather fun. Publisher: Psygnosis * www.psygnosis.com * 
Without the cheat, it’s Requirements: Windows 95/98, 120MHz 
just fundamentally Pentium or higher, 16MB of RAM, 4X CD- 
flawed. —Peter Smith ROM + Multiplayer: None 


N ever forget the fundamentals. You’d think Psygnosis would've 
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Cyberstrike 2 


Well, they have one more Strike before they're out 


Cyberstrike (of course) and then carried 

through the oft overlooked, officially-not- 
a-sequel SCARAB. The first game was online-only 
with an hourly cost and nothing to buy; the sec- 
ond was a commercial product that you could 
play for free over the Internet—Cyberstrike 2 
offers both options. 

For solo gamers, there’s a campaign game 

that desperately wants to be MechWarrior I/ but 


C yberstrike 2 continues a lineage started in 


The online interface. What a surprise! There are idiots 
trying to circumvent the language censor 


Montezuma’s Return 


The shiny halls of Montezuma 


hile other sequels seem satisfied to 
W simply add fancier graphics or a 

boat-load of new maps or levels, 
Montezuma’s Return brings the classic 
Montezuma’s Revenge into an entirely new 
dimension. Literally. This time around, the 
game is done completely in 3D. 

Playing the role of brave archeologist turned 
acrobatic hero, players jump, climb, scamper 
and duke it out with the local natives across a 
handful of levels. Completing each scenario 
opens up a handful of new locations to explore, 
and you can always return to a previous level 
to try for a better time (and to open up special 
bonuses if you do exceedingly well). 
Unfortunately, players have no way to save a 
game, so expect to repeatedly play all the way 
through each level a lot. 

Even without 3D acceleration, the graphics 
look simply stunning. Torches flicker, water 
pools shimmer, and caverns glow ominously 
from the scattered lights within. Not only is the 
game impressive on its technical merits, the 
levels themselves are extremely creative and 
filled with surprises. One particularly notewor- 
thy level has a swinging pendulum worthy of 
Edgar Allen Poe himself. 

The bulk of Montezuma’s game play is 
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doesn’t come close. The very nature of the game 
means linear missions don’t work well. As you 
fight towards the objective, you have to con- 
stantly stop to call in energy towers, which 
makes no sense. If you knew you'd be following 
a series of pre-plotted waypoints, wouldn't you 
schedule tower drops ahead of time? 

In battle, your Al teammates are pretty dead- 
ly—to you and to the enemy. Combat is a chaot- 
ic affair, with enemy squads engaging at close 
quarters. Things get really confusing 
really fast, and noise becomes a prob- 
lem. The laser fire is too loud in rela- 
tion to other effects, often drowning 
out the sounds of your pod taking 
hits or audio prompts meant to keep 
you apprised of mission status. A 
Campaign mission ends when the 
human dies and the enemy Al seems 
to know this, often playing that 
favorite of silicon gamers everywhere, 
“dogpile on the organic.” 

Cyberstrike 2 shines brightest in 
multiplayer, especially when (or more 
aptly, if) you find a good team to play 
with. Coordinated energy manage- 
ment is the key to success. If all the 
members of a team run off willy-nilly 


devoted not to gunshots and 
frags, but puzzles and obsta- 
cles. The selection of puzzles 
are nicely balanced between 
coordinated timed jumps, 
environmental manipulation 
(for example, pivoting a tram- 
poline in the right direction to 
bounce up to a ledge), and 
dodging fireballs and falling 
rocks. Combat occurs infre- 
quently with the occasional 


you're doomed to failure, which is usually the 
case on the free arenas on Simutronics. For 
about $10 a month you get a full account, 
which gives you access to all arenas, all 60 mod- 
ules, and most importantly, a more serious 
breed of player. 

Although there are other additions to the 
Cyberstrike gene pool—notably varied environ- 
ments, new modules and support vehicles—the 
basic gameplay hasn't really improved and isn't 
up to today’s standards. A spate of new giant 
robot games on the horizon have better visuals 
and will offer free online play. Players interested 
in online gaming should not hesitate to down- 
load the modestly-sized software and sign up for 
a free account. But solo gamers would be better 
served finding a copy of SCARAB in the “under 
$10.00” bargain bin, rather than spending hard 
earned dosh on Cyberstrike 2. —-Peter Smith 


Cyberstrike 2 

Simutronics * www.cyberstrike2.net ¢ 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32MB of RAM, 4X CD-ROM, 
3D Accelerator + Multiplayer: 2-32 players 

via Simutronics 


This pendulum is the pits 


obnoxious headhunter and 

against a wacky end boss on every level. Most 
of these end bosses require learning some 
secret weakness and exploiting it. One won- 
ders why the game includes combat at all, 
since the emphasis is clearly on puzzles and 
game world interaction. 

Maneuvering your way across the different lev- 
els can require some practice, especially if you're 
not used to playing 3D shooters. Fortunately, 
WizardWorks has provided configurable, respon- 
sive controls. They've also done a better than 
average job of modeling certain often used 
actions, like climbing ropes and scaling ladders. 

Despite having almost nothing in common 
with the original Montezuma’s Revenge (which, 


incidentally, is included with the game for nos- 
talgia addicts), Montezuma’s Return exceeds 
expectations and provides a challenging yet 
entertaining experience. If you prefer exploring 


~ to exploding in your 3D games, this is definitely 


a $20 artifact you'll find worth the excavation 
fee. -Anne Royal 


Montezuma’s Return 

WizardWorks * www.wizardworks.com * 
Requirements: Windows 95/98, 133 MHz 
Pentium or higher, 16 MB of RAM, 2X CD-ROM 


Multiplayer: None 


Big Race USA (77 
Empire scores with 
a work of pinball art 


Big Race USA is as colorful as Timeshock was dark | ~z 


after Pro Pinball: Timeshock hit the shelves. This game set the ee 

standard for realistic physics, table detail, and configurability. 
This was as close as you could come to owning a real table without 
shelling out a few thousand dollars and sacrificing a corner of your é " 
house. Anticipation was high for Big Race USA, and the developers < oe > 
have delivered—this game is even better. , 

Unfortunately, right out of the plunger lane they’ve come up with 
a title dopier and harder to market than “Timeshock.” The name Big 
Race USA, together with the bright yellow box with a bug-eyed car- 
toon taxi on the cover, will doubtless confuse many shoppers brows- “4 % , 
ing for children’s educational software. But the taxicab theme lends | SP 
itself well to missions and bonuses: you race other cars, run from the 
police, pick up passengers, and drive across the country one city at a 
time. Fleshed out with clever references and goofy voices, the theme 
is milked for all it’s worth. 

Big Race USA is more difficult than Timeshock. The table is rich and 
deep; it will take quite a bit of time to learn it, much less master it. 
Pro Pinball’s robust physics, which make Cunning Development's 
sims state-of-the-art, are beefed up. Since the ball can get airborne, : “ 
you can pop the glass. It also spins, which you can clearly see when it sd ‘ | 
slows down and hangs at the top of an arc. The game also features aA 
an interesting and innovative approach to multiplayer pinball. You j 2 
can race against another player, scrambling to hit certain targets on " 
your own table as the time runs out. The twist comes in that the tar- 
gets you hit affect what targets your opponent has to hit, and vice 
versa. This makes the gameplay even more frantic than playing a | 
against a mere score. 

Some casual players might worry that Big Race USA only has a sin- 
gle table, or perhaps they might think the gameplay is too similar to 
Timeshock. Fear not—there’s enough attention and detail to the | 4 
game that, although the experience may not be wide, it is incredibly , 
deep. They've taken 
something asseem- | . <li. 
ingly frivolous as h KKKKK — 
pinball and treated it | Pro Pinball: Big Race USA 


a inball developers may as well have shut down their offices - 
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with the reverence [| Empire *www.empire-usa.com * Requirements: a “= — = 
and respect you'd ) Windows 95/98, 90MHz Pentium or higher, NETS So. | Seo ~<a 
see ina work of art. [| 16MBof RAM, 4X CD-ROM = Multiplayer: 2 play- ~ yea / og 

—Tom Chick | ers, Internet, LAN, same machine ; oy 
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Return to Krondor 


Call your travel agent today 


he gaming community has been wait- 
ing with proverbial bated breath to see 
whether this high-tech sequel will fulfill 
the promise of the influential Betrayal at 
Krondor. That award-winning game took the 
slow boat to big success thanks to some solid 
innovations—primarily a focus on non-linear 
exploration and a story that offered oh-so- 
much more than the usual bunch of busy- 
quests leading up to a final conflict. 

Does Return to Krondor live up to the grand 
expectations? You bet your enchanted 
broadsword it does. It isn’t perfect, but it’s 
very engaging; if you didn’t know about the 
rocky development road this game has taken, 
you'd never guess from the final product. 
Raymond E. Feist’s world of Midkemia is back, 
along with the dashing Squire James, plenty 
of open-ended exploration, and strong narra- 
tive structures worthy of a novel. There are 
also some new twists, most noticeably the 
excellent 3D graphics (card supported but not 
required) and a clever trap-disabling system 
used for accessing chests. The real star of a 
good Krondor game, however, is the story, and 
this edition serves up plenty of it, piping-hot. 

The lost ark which propels this adventure is 
a sacred relic called the Tear of the Gods, a 
stone possessed, naturally enough, of 
“unimaginable power”. The game kicks off 
with a gorgeous cut-scene in which the evil 
mercenary Bear assaults a ship that contains 
the artifact. Luckily, the ship goes down with 
the Tear still on board; then the race begins. 
The player starts off controlling thief Squire 
James, and over the course of the next eleven 
chapters collects allies like the devastating 
sorceress Jazhara, the combat-happy priest 
Solon, the brawn-over-brains warrior William 
and the whiny magician Kendaric. 

To fetch the Tear, you'll need to first raise 
the sunken ship, for which you'll need a scroll 
containing the ship-raising spell, for which 
you'll need to locate a certain wizard ... you 
get the picture. Along the way there are sub- 
plots—invade a goblin camp, travel to the 
underworld to save a spirit—that qualify as 
real sub-plots, not just as character-building 
busy work (the point is driven home by the 
fact that the sub-plots are not required to 
complete the game). 

A user-friendly interface offers shortcuts 
like a map that lets you instantly transport 
from one area to another (within reason) and 
multiple camera angles that let you view com- 
bat from many different perspectives. The 
graphics, attractively detailed, tend to be 
excellent. In fact, one of the game’s small fail- 
ings—a lack of on-screen props—is made all 
the more conspicuous by the strong graphics. 
Discover the Shell of Eortis, for example, and 
you'll be informed through text and dialogue 
that you've acquired it, but you'll never see it 
in your character’s hands. This is only notice- 
able because Krondor achieves such a high 


COMPUTER GAMES 


A grisly discovery 


level of realism; it comes as something of a 
surprise to have your detailed characters talk- 
ing about something that you'd expect to see. 
In terms of combat, Return to Krondor offers 
up some of the juiciest turn-based battles 
ever to grace an role-playing game. 
Outmanned, outgunned, and outclassed? 
Never fear—a bit of brilliant strategy will see 
you through. Although the combat system is 
one of the game’s traits that supposedly qual- 
ify it is a “hardcore” RPG (the other biggie 
being the inclusion of alchemy, so your 
magic-users can brew their own potions), 
everything is simple and immediately accessi- 
ble. Even first-time gamers, with a bit of prac- 
tice, will be executing dazzling battle plans 
combining magic, missile weapons, and good 
old-fashioned bludgeoning. It’s also worth 
mentioning that Return to Krondor lets you 
replay lost combats at the end of the battle, 
which encourages daring strategizing—after 


Elemental, my dear Watson 


all, you'll always get another shot to fight 
conservatively if necessary. The only combat- 
related shortcoming, long load times before 
battles, is more than forgivable. 

Boot up Return to Krondor and you can 
expect to give up sleep, food, and meaningful 
interactions in the real world for at least a few 
days (the game is so compelling that you 
tend to devour it in as few bites as possible, 
like a great thick novel). Return is a stunning 
return to form for the Krondor series, and 
bodes spectacularly well for any future install- 
ments in the on-going tale. -John Altman 
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Sierra Studios * www.sierrastudios.com * 
Requirements: Windows 95/98, 166 MHz 
Pentium or higher, 24 MB of RAM, 4X CD-ROM + 
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Dark Side of the Moon 


And if the band you’re in starts playing different tunes... 


hat do you get when you put a 
W rough-and-tumble mining colony, an 
oppressed population of indigenous 


aliens, and an ample dose of casino gambling 
all together in the same game? Good science 
fiction tales are rare in the gaming world, and 
Original ones are even rarer, but the latest 
adventure offering from SouthPeak Interactive 
hits both of those marks dead on... even if it 
does miss on a few others. 

After discarding the vestigial game manual, 
the player steps into the shoes of protagonist 
Jake Wright, a wet-behind-the-ears hero type 
who has inherited his uncle’s mining claim on 
Luna Crysta. The fact that everyone seems to 
believe that the claim is worthless doesn’t quite 
jibe with the mysterious circumstances sur- 
rounding his uncle’s death, and Jake soon dis- 
covers that there is more to Luna Crysta than 
meets the eye. Why is the CEO of the Brave 
Hope Mining Company so nervous to see you 
poking around? Who is the mysterious man 
who has been following you since you boarded 
the shuttle to Luna Crysta? Why does the 
attractive blackjack dealer at the casino seem 


cot 


The mysterious Kit gives Jake a lesson 
in blackjack 


The auto-mapping function of your VDA can be 
very helpful, as the narrow range of vision 
afforded by the view window makes it easy to 
lose your sense of direction 


to like you so much? Why did 
your uncle commit suicide? 

Some twists and a few sur- 
prises litter the path that 
leads to the answers to these 
questions, and while the 
story is largely predeter- 
mined, exploration and 
gameplay are not overtly lin- 
ear. Luna Crysta is an expan- 
sive setting that offers largely 
open-ended exploration and 
plenty of interactive distrac- 
tions (some relevant, some 
not). The obstacles that do 
exist are logical and believ- 
able—security passes are 
needed to access certain 
areas, and dangerous animals 
block extensive exploration 
of the mines until you learn 
how to deal with them. At a 
time when “mysterious gadget” and slider puz- 
zles have pushed adventure games to the 
brink of extinction, it is refreshing to see a title 
that refuses to resort to cheap tricks to slow 
player progress. Most of the puzzles are inven- 
tory-based and fit logically into the story and 
the setting, and a few have multiple solutions. 
Failure can sometimes result in the death of 
your character, but the option to restore to a 
point immediately prior to the fatal faux pas is 
always available. 

The acting is mostly good, with a few 
mediocre performances (unfortunately the 
actor voicing your character gives one of 
them), and the characters themselves are very 
solid. Conversation generally follows the 
“exhaust every option” structure, with a few 
deviant “either-or” situations that have little 
effect on the overall plot. It serves well enough 
to push the story along, even if your character 
does say some goofy things at times. 

The game is powered by SouthPeak’s Video 
Reality engine, and tragically it is the engine 
itself that is the game's biggest failing. The 
concept sounds great in theory, and the 
engine does allow the player to move freely 
and rotate the in-game view 360 degrees at 
any point in the environment (even while 
moving), but that is where the glamour ends. 
“Experience the wonders of Tunnel Vision!” 
you can imagine the barker proclaiming as you 
peer through the postcard-sized porthole that 
serves as your window to the world. And what 
a blurry world it is—while the visuals are aes- 
thetically excellent, they are also heavily anti- 
aliased, giving everything an out-of-focus look 
guaranteed to induce headaches. It is a bit like 
looking at a beautiful painting through the 
wrong end of a pocket telescope with a dirty 
lens. Strangely enough, the video overlays for 
the characters are crisp and clear, making 
them look a little bit out of place against the 
muddy backdrops. 
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Everything looks a little blurry-perhaps your character needs to 
have his glasses checked 


the man who got killed, tis mame was 
Whustier. Vy 


Your uncle’s friend Gilly has a worthless claim 
of her own... small world, isn’t it? 


Navigation tends to be jerky and slow, fos- 
tering a good deal of frustration in a setting 
that is large and often requires backtracking. It 
is possible to speed up forward movement, 
but rotation is painfully slow and can not be 
adjusted. Rotation is controlled by positioning 
the cursor over wafer-thin bars on the edges of 
the view window; in practice this tends to be 
clumsy and imprecise. Keyboard shortcuts 
would have been a welcome addition, and an 
option to set rotation speed even more so. 

It is a shame that simple technical foibles 
should hamper a great story and engaging 
puzzles as much as they do. Patient players 
with a strong resistance to eyestrain will be 
rewarded for their persistence, but they would 
be well advised to avoid operating heavy 
machinery immediately after playing. 
—Benjamin E. Sones 


Dark Side of the Moon 

SouthPeak Interactive * www.southpeak.com * 
Requirements: Windows 95/98, 166MHz 
Pentium, 32 MB of RAM, 8X CD-ROM * 
Multiplayer: None 
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Falcon 4.0 


One part sim, one part lifestyle, one part headache 


t seems almost too incredible to be true. 

After years of development, Falcon 4.0 was 

finally released to the public. Unfortunately, 
it possesses a double personality disorder 
almost certain to inspire a love/hate relation- 
ship with consumers. Still, despite the delays 
and the flaws, this is a simulation that never 
suffers from a lack of vision. It is a true “labor of 
love” where thoughtful gameplay design and 
the effort to bring players a sense of the true 
fighter pilot’s experience can be felt through- 
out the game. 

MicroProse wasn’t content to simply make a 
better mousetrap. Between the environment, 
flight and systems modeling, Falcon 4.0 can 
stand on its own as a full-featured general avia- 
tion sim. The radio alone features two tuners 
which are independently switchable among six 
different communications nets as desired. The 
terrain engine itself is outstanding for a combat 
sim, offering a remarkable sense of speed as 
well as graphic detail not entirely unlike Flight 
Unlimited 2. The flight model feels intuitively 
accurate, featuring a wide variety of phenome- 
na such as six degrees of inertia, an honest 
appreciation for the effects of mass and drag, 
even the F-16’s notorious “deep stall.” Most air- 
ports are faithfully modeled after their real- 
world counterparts, right down to their individ- 
ual flight operations procedures, taxiway paths, 
and parking areas. 

The Falcon series has always featured hard- 
core realism as a centerpiece of the game. Here, 
MicroProse takes it up a notch. Many gamers 
habitually use the highest realism settings as a 
matter of personal pride. While it’s true that 
hardcore gamers have a foundation to help 
them into the highest settings, there is such a 
tremendous challenge in staying in control of 
the situation that simpler settings make a much 
wiser starting point. Despite the “easy” settings, 
Falcon 4.0 will likely be unappealing to players 
who don't have the time or patience to learn 
various procedures, deal with the occasional 
quiet patrol or put up with very long mission 
loading times (sometimes as long as five min- 
utes) as the campaign runs the clock down to 
your takeoff time, then spends a minute or so 
loading the game engine itself. 

It's probably pretty clear by now that getting 
into the game takes a certain degree of com- 
mitment. The payoff is that players are reward- 
ed with a game that has the concept of func- 
tionality built into every component. For exam- 
ple, the radar warning receiver behaves with all 
the vagaries, features, and limitations of a of a 
real-world passive radio sensor, playing a vari- 
ety of authentic warning warbles and requiring 
some practice to properly interpret. There are 
several interior view options including cockpit 
reflections, lift lines, and a pop-up instrument 
panel to help keep eyes on target at all times 
while fighting. Different weapons and their 
variants are complete with their signature idio- 
syncrasies and fire control modes dutifully rep- 
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Flying low and dirty is a real thrill in Falcon 4.0 thanks to the refined joystick routines and flight model 


Three different flights all lining up for take- 
off clearance 


resented. A wide variety of radar modes are 
present, modeling antenna scan patterns, non- 
cooperative target recognition, jamming detec- 
tion, and burn-through. Even the clouds are 
functional—not only do they move with the 
prevailing winds and hamper infrared sensors, 
but sneaky pilots can exploit even small holes 
in the clouds to cleanly direct and fire heat- 
seekers through. 

The term “dynamic campaign” has been 
used and abused so many times over the years 
that it’s evolved into a kind of catch-all phrase 
to describe just about any system that assigns 
missions in a non-linear, non-pre-scripted fash- 
ion. This is a terribly inadequate description for 
Falcon 4.0's campaign. Indeed, before you ever 
step foot into the cockpit, Falcon 4.0 is already 
simulating the battlefield of Korea at a level 
worthy of a Pentagon wargame. Players can 
view the order of battle for any ground or naval 
forces present, as well as getting summarized 
information on the current status of each. The 


Your office on the first day of the job 


Air Tasking Order is created, fragment orders 
are handed down to all the squadron comman- 
ders, and task and strike packages are mar- 
shaled to take on their duties. 

The whole campaign plays like a grand 
orchestra. Each unit has a role that it must fulfill 
on a specific timetable. At the airfields, the vari- 
ous sections of aircraft line up at the tarmac, 
each waiting for its turn at the runway to take 
off and take part in the symphony. As the play- 
er, yOu are just one important part of this 
machine. Do really well and you can open up 
corridors for friendly bombers, crush enemy 
spearheads before they can wreak havoc 
behind your lines, and stomp all over strike 
packages intent on wrecking your momentum. 
Do a sloppy job and you may slow down the 
operations at your airfield, get to watch friendly 
ground forces cut to shreds, or end up ruining 
the harmony of the war as missions fail to mar- 
shal on time or have to get rescheduled. 

In most dynamic campaigns, the player's - 
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Site of the 1988 Olympics and the 2002 Korean War 


influence on the state of the war is almost 
always polarized into one extreme or anoth- 
er—either the entire war totally revolves 
around your individual performance, or your 
side is predestined to victory or tragedy no 
matter how well you do. Here your role is finely 
balanced; the war is a game of its own that you 
want to influence. You can’t do it by yourself, 
but you can make a difference at a critical 
moment. Think of it like a game of chess where 
you only play the knights—you have an amaz- 
ing ability to hop over the front lines at will and 
strike where others cannot, but you also have 
your own vulnerabilities and limitations. 

It’s a given that you will have to throw out a 
lot of preconceptions that you may have from 
previous games. Are DPRK forces pouring 
through a gap in your lines? Maybe you should 
smash all the bridges they’re using rather than 
try to take them all head-on. Too many enemy 
aircraft between you and your objective? To be 
a responsible flight leader, you must use discre- 
tion to weigh the importance of the mission 
and the options—risk a dash, sneak, or punch 
through enemy defenses against simply turn- 
ing back and aborting the mission. As players, 
we are conditioned to think of a mission abort 
as a total failure (and thus not an option), but 
successful missions that come at the cost of 
high attrition rates are far more damaging than 
an aborted mission, and a guaranteed way to 
eliminate yourself from the war altogether. 
Constantly having to improvise against a fluid 
and unpredictable situation makes the game 
much more believable and addictive, as you 
find yourself constantly scheming on ways to 
tackle new developments as the battle evolves. 

One side effect of all this detail is a game that 
demands a hefty tribute in hardware. Not unlike 
its predecessors, Falcon 4.0 strains computer 
hardware to the limit—particularly in the open- 
ing hours of a campaign. The listed system 
requirements are rather optimistic. Players will 


find that such a system is really only useful for 
the simpler gameplay modules like “Instant 
Action,” “Dogfight,” and “Tactical Engagement.” 
To run the full-blown campaign, a more realistic 
setup would be a 300MHz CPU, 128MB of sys- 
tem RAM and a reputable 3D accelerator card. 
Certainly not your plain-vanilla home desktop 
there. Even players with bleeding-edge com- 
puters will lose considerable performance with- 
out using a fixed-length, defragmented swap 
file, a clean system tray, and exercising consid- 
erable restraint in arranging their graphics set- 
tings to get useful performance. Some settings, 
like the “player bubble,” have very dramatic 
effects on game performance, while others may 
be more marginal. Still, even at lower settings, 
the graphics are among the best to be found, 
campaign gameplay is the most involved and 
intense in the genre, and even those gamers 
with yesterday's hardware can still play scripted 
missions or create mini-campaigns in the 
Tactical Engagement module without having to 
make great sacrifices in performance. 

Unfortunately, history repeats itself in many 
ways. Falcon 4.0’s initial release is plagued by a 
legion of bugs, malfunctions and a few inaccu- 
racies. Memory leaks cause game to perform 
Slower and slower as it runs, forcing gamers to 
exit and restart the game between missions. 
Crashes seem to happen infrequently, but often 
enough to aggravate. The artificial intelligence 
routines governing how aircraft use their 
weapons is in a terrible state. Resource man- 
agement, taxiing aircraft, air traffic control, 
radio communications, and the mission 
debriefing often don’t work the way they're 
supposed to. The manual also lists a couple fea- 
tures that do not exist in the game (and vice 
versa). The game is still nominally playable, but 
it takes going to some length to work around 
bugs or at least minimize their impact. 

After such a protracted development, it’s ter- 
ribly unfortunate that MicroProse chose to 


Note the detail of the HAWK battery. The 
HMMMV actually tows it along during a move 


Load that Falcon down and getting airborne 
turns into a chore 


After a long ingress, the target is finally in sight 


release their air combat opus just shy of the fin- 
ish to squeeze by in time for the holiday shop- 
ping season. The game simply isn’t ready for 
primetime, and that unfortunately will discour- 
age a lot of casual players who may be consid- 
ering getting their feet wet in serious combat 
simulations. Still, hardcore combat sim fans with 
equally serious hardware and a cast-iron stom- 
ach for aspirin will find themselves engrossed in 
a simulation of incredible depth and subtlety. If 
this spectrum of comments sounds very famil- 
iar, that’s because it also continues to invoke 
memories of Falcon 3's plagued first release 
long ago. As it stands now, extreme attention to 
detail, a campaign of astounding flexibility, and 
a bewildering myriad of flaws gives Falcon 4.0 
the dubious distinction of having the greatest 
unrealized potential of any combat simulation 
ever made.—Neil Mouneimne 
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Falcon 4.0 

MicroProse * www.microprose.com * 
Requirements: Windows 95/98, 166MHz 
Pentium or higher, 32 MB of RAM, 4X CD-ROM + 
Multiplayer: 2 or more players; Internet, LAN, 
modem, serial 
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ON review 


WWII Fighters 


What if they gave a war and Tex Avery drew it? 


ane’s WWII Fighters is the 1941 of flight 

sims. Remember Steven Spielberg’s loud 

and colorful 1979 comedy? WW/I Fighters 
is at times just as noisy, bright, and over-pro- 
duced. But in spite of (or perhaps because of) 
their excesses, both are easy to enjoy. What 
kind of sourpuss didn’t laugh at John Belushis 
whacked-out P-40 pilot or Toshiro Mifune’s 
befuddled submarine commander? What kind 
of jaded flight simmer won't feel his heart go a- 
flutter at WW// Fighter's magnificent spectacle 
of oil, fire, blood, smoke, metal and altitude? 
Yes, they’re lurid and lowbrow; you might con- 
sider yourself above them. But you'll probably 
find yourself having fun anyway. 

The first few moments of WWII Fighters are 
telling. It opens with a veritable Saturday-morn- 
ing cartoon of a cinematic, featuring a hot 
brassy swing band, a cast of random planes, a 
pilot who actually says “yike!”, and enough 
jump cuts to make MTV blush. This manic intro 
then settles into the game’s shell, a sterile hi-res 
museum that makes Myst look action-packed. 
And so before you've even stepped into one of 
the plane’s beautifully drawn cockpits, you 
have a sense for the tension that is almost WW// 
Fighters’ undoing: on the one hand, it’s flashy 
and exciting and visually stimulating, but on 
the other hand, it’s stilted and contrived and 
oddly detached. 

The excitement comes from the graphics and 
the mission structures, There is no question that 
WWII Fighters is one of the most attractive games 
ever, of any genre. For some time now, develop- 
ers have boasted about “cutscene quality graph- 
ics,” implying that their graphics rival even the 
pre-rendered artwork used in cutscenes. But 
until now, no one has lived up to the boast so 
well. Here we have incredibly detailed aircraft 
models complete with moving control surfaces, 
authentic insignia and color schemes, and elabo- 
rate damage graphics. Here we have realistic (if 
slightly dull) expanses of snowy Belgian forests, 
richly varied lighting effects as the sun rises and 
sets, and the most amazing clouds this side of 
the actual heavens. Here we have orange roiling 
fire, dark blossoms of flak, black and white 
swaths of smoke, and angry garish tracers. Here 
we have a surfeit of eye candy, an embarrass- 
ment of visual riches that probably causes can- 
cer if you look at it too long; something this 
sweet can't be good for you. 

But what price splendor? Not only is the 
game ravenous for processor power (don't 
even think about turning on clouds if want a 
smooth frame rate), but it can only handle 
intimate engagements. You won't find the 
crowded skies MicroProse offers in European 
Air War, and you certainly won't find epic sce- 
narios like Clobber College in Microsoft's 
Combat Flight Simulator. 

What you will find are quick and dirty 
encounters like planes passing in the night. 
They're instant action jaunts as disposable as 
cigarettes or styrofoam cups. The game is 
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clearly designed to get you 
quickly into the thick of the 
action without mussing about 
with fuel, loadouts, or naviga- 
tion. Although the game is set 
entirely over 1944's Battle of 
the Bulge, there is consider- 
able variety. Missions range 
from escorts to close air sup- 
port to fighter sweeps to 
bridge busting, all carefully 
staged with magical triggers 
and forced encounters. 

For instance, in one mission, 
you're plopped into an Me 262 
and told to drop bombs ona 
bridge. As the mission opens, 
you're warned of Spitfires in the 
area. “No problem,” any self- 
respecting Me262 pilot would 
think, “I'll just lean on the throt- 
tle and outrun the limey bastards.” But before 
the thought has run through your head, 
Spitfires suddenly materialize and poke holes in 
your Swallow with their .20mm shells. Although 
you can see even the smallest ground targets 
from eight kilometers out, you won't be able to 
see a slower plane coming when the mission 
designers want to force a fight. Oddly enough, 
when these Spitfires shot me down, | plowed 
into the ground and skidded right over the tar- 
get bridge, destroying it in the process and 
receiving a congratulatory “mission completed” 
message. “You're awesome,” said one of the 
other pilots, failing to note that | was also dead. 

But life and death don’t matter in WWII 
Fighters; kills and losses have no bearing on the 
game. Not only is there no pilot record in the 
game to keep track of your performance, but 
there’s not so much as a tick mark for the mis- 


Big fat Jugs ready to soak up some damage 


White smoke against a black flak background 


sions you've successfully completed. WW/I/ 
Fighters consists of a string of unrelated mon- 
ads, identified only as numbered filenames 
until you load them. “Now let’s see, is the P-47 
fighter sweep mission #14 or mission #15?” 
you'll ask yourself. Even the campaign is a 
merely a list of missions, connected only by the 
fact that it keeps a running tally of successes 
and failures. 

This sense of detachment is also present 
within the missions. You're on your own, and so 
are the wingmen at your side. Although there 
are radio voices calling out (even when you're 
alone!), there is no interaction with the rest of 
your flight. Depending on the setting you've 
chosen, you can just resurrect yourself at will 
until you've completed your objectives (an 
underhanded way to reload ammo and repair 
damage in multiplayer games). The stakes are 


A tenacious Mustang runs down a Fokke-Wulf 
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This is not going to be an easy landing 


so low because the game does such a poor job 
with the immersion factor, which is a tremen- 
dous oversight in a historical sim. As 
MicroProse and Dynamix have demonstrated 
over their long histories, half the battle in a 
good sim is making the player care about his 
pilot. But WW/I/ Fighters is effectively pilot-less. 

The sense of detachment is worst in the 
game’s awful museum interface, which may as 
well keep its subject matter behind velvet 
ropes. Jane’s would be hard pressed to make 
history look less alive than by entombing it in a 
museum. Not only is it dull, but it’s the most 
annoying sim shell since Jetfighter III's virtual 
aircraft carrier. Although you can pull up a full 
screen menu of options, there’s no way to turn 
off this scrolling clickable scenery. The online 
material was apparently copied straight from 
Jane’s references, with no rewriting or condens- 
ing to make it more palatable for the beginning 
players lured in by the game’s graphics. 

These same players are also poorly served by 
the shallow manual. It’s a sad joke to see Jane's 
characteristic solid stock and wire binding ona 
wafer-thin pamphlet. Witness the number of 
pilots on Jane’s combat.net taking the ungainly 
Me262 into turning fights. They're probably 
new players who assume the game’s only jet is 
the best plane; after all, there’s nothing in the 
manual that tells them otherwise. How hard 
could it have been to explain that Spits turn, 
Mustangs hang high, Fokke-Wulfs go vertical, 
and P-47s dive? Instead, the manual drones on 
at length about the development of the P-51 
and the procession of Messerschmitt variants. 


A pair of victorious Mustangs peel off to search 
for their next victim 


Ea ~ a 


One of WWII Fighter’s fully detailed virtual cockpits 


However, this sim is not just for players who 
like flashy graphics. Although the game’s struc- 
ture has a lot in common with U.S. Navy 
Fighters, ATF, and Fighters Anthology, all titles 
designed for wide appeal, World War II Fighters 
has a lot to offer harder-core players. At higher 
settings, the flight model and Al are both for- 
midable. The Al is particularly noteworthy for 
flying aggressively and taking advantage of 
each aircraft's strengths. Although friendlies 
collide with each other with alarming frequen- 
cy (who knew formation flying was so lethal?), 
the Al is capable of pushing aircraft to the lim- 
its of their performance envelopes in combat 
situations. This sometimes feels like the uncan- 
ny precision of a silicon opponent, but most 
often it comes across as the practiced maneu- 
vers of a trained opponent. You can enjoy 
impromptu lessons in air combat maneuvering 
by starting up a one-on-one quick combat, 
turning on the autopilot, and stepping out for 
an external view of the fight. 

The flight model is an impressive piece of 
work that vividly captures the differences among 
the aircraft. However, Jane’s seems reluctant to 
allow “departure,” the polite term for screwing 
up royally and losing control of your plane. 
Planes will get mushy after a stall, but they're 
almost impossible to spin. And when they do 
spin, it’s a gentle, almost apologetic affair, easily 
corrected without any danger of losing altitude 
and crashing. Planes are also reluctant to bleed 
speed as quickly as they should. 

Perhaps this is related to Jane’s interesting 
attempt at a software-based fly-by-wire sys- 
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tem. In modern aircraft, the controls are elec- 
tronically augmented to keep the pilot from 
making stupid moves. Jane’s has taken it upon 
themselves to do something similar by a) 
modeling the limitation of average human 
strength to pull against a faster aircraft's iner- 
tia, and b) toning down certain dramatic 
maneuvers that an experience pilot might 
avoid. Although this is an interesting 
approach to flight modeling, it’s more baby- 
sitting than many of us want at the highest 
difficulty settings. 

What's worse is a sloppy joystick routine 
that won't give some players control over the 
full extent of their planes’ movement. There 
are also some weird bugs in which aircraft will 
still fight while they're on fire or even after 
their wings have been snapped off. It’s pretty 
disconcerting to see a wingless Messerschmitt 
pulling a loop over your head and taking up a 
position on your six. 

Jane’s WWII Fighters is a great sim that 
deserves a better game. It’s got a lot going for 
it, but it’s missing a bow to tie it all together. 
But for all its detachment, it’s still beautiful, 
brash, and more fun than a barrel full of John 
Belushis at the sticks of their P-40s. -Tom Chick 
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WWII Fighters 

Jane’s Combat Simulations * www.janes.ea.com * 
Requirements: Windows 95/98, 200MHz 
Pentium or higher, 32MB RAM, 6X CD-ROM * 
Multiplayer: 2-8 players, Internet, LAN 
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| NBA Live 99 


The only game in town still disappoints 


s the prospects for any semblance of an 
NBA season continue to look exceed- 
ingly grim, EA Sports delivers this year’s 
edition of their NBA Live franchise. Fans angry 
over the blasé attitude players and owners are 
taking toward the strike can direct some of 
their ire at the game, as it too seems to have lit- 
tle regard for loyal long-time fans, offering up a 
few visual enhancements and some poorly 
implemented new features. 

New to the 99 edition is a practice court (a 
feature that should be present in every sports 
game) and a full career mode for taking your 
team through multiple seasons—not only can 
you be Jerry West on the court, you can also be 
Jerry West in the front office. As usual, the 
graphics are jaw-droppingly good, featuring 
incredible animation and detail. The audio is 
surprisingly lackluster, lacking the crowd 
dynamics that make going to a live basketball 
game such a exciting experience. (Perhaps they 
were simulating crowd apathy in a post-strike 


world.) The computer player is considerably 


tougher this time out, clogging the lane to 
keep down the number of dribble penetra- 
tions. Also, shot blocks are way up—maybe too 
much—and fouls are handled in a more realis- 
tic manner. 

The career mode is a perfect example of the 
risk of adding half-assed implementations of 
oft-requested features. It’s nearly useless, 
detracting from rather than enhancing the 
game. You can only control a team for 10 years 
because there is no rookie draft—the only way 


The only All-Star game you'll see this year 
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to alter your roster is via a 
trade or by creating your 
own players with the editor. 
(After 10 seasons, you'll still 
have players that are nearly 
50 years old running up and 
down the court.) There are 
other problems, like not 
being able to examine play- 
ers being offered in a trade 

The computer still has a 
tendency to stage magical 
comebacks late in games. 
Players are rated for fatigue, 
but unless you use the 
“turbo” button constantly 
during play you'll never need 
to substitute—expect 
Starters to play 40-45 min- 
utes per game. This is proba- 
bly the solution for the com- 
puter’s inability to substi- 
tute—players still get 3-4 
fouls in the first quarter. 

The game has one embar- 
rassing blunder of a feature, 
a sports ticker that tracks 
actual NBA scores and dis- 
plays them during the game. 
It's not the concept that’s 
screwy, it’s the implementa- 
tion. It requires a live Internet 
connection to function, 
which makes sense, but 
you'll still be shocked to find 
the game connecting to the 
Internet when you fire it up 


(note: while this is the CAMERA 


default, you can turn the fea- (<7 MANUAL 


ture off). That’s not necessari- 
ly the problem; the problem 
is that the game dials out 
after engaging your 3D accel- 
erator card. If you fail to connect, the game 
appears to hang at the “EA Sports” logo. (In 
reality, the dial-up networking dialog box is sit- 
ting in the background waiting for user input— 
pressing “Enter” will actually cause it to re-dial). 
Letting this option slip out the door points to a 
flaw in the testing procedure—maybe if every- 
one wasn't connected to the Internet, the prob- 
lem would have been discovered. 

While the game is still incredibly fun, in a 
high-flying trash-talking kind of way, whatever 
subtleties exist in basketball are still thrown 
completely out the window. Maybe it’s impos- 
sible to create a playable action-based basket- 
ball game with the right pacing. While scores 
are toned town from previous versions of the 
game, they’re nothing like the current NBA. 
This may actually be a good thing—does any- 
one really like the dearth of scoring in current 
pro basketball games? (The 70-64 final scores 
today used to be half-time scores in the fast- 
breakin’ 1980s.) 


Pe 
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He’s pretty fly (for a white guy) 


Overall, though, there’s little compelling rea- 
son to choose NBA Live 99 over its previous ver- 
sion. Unlike the amazing FIFA games, the pres- 
sure to deliver an all-new game on a yearly 
basis is causing the NBA Live franchise to spin its 
wheels. The game has a ton of minor problems 
that, when added together, become a major 
headache. What makes their presence even 
more egregious is that most have been present 
in the last three versions of the game. Every 
year we get new dunks, new animation, and 
new moves, but some of the fundamental flaws 
that existed in NBA Live 96 still haven't been 
addressed. Maybe next year. —Steve Bauman 


NBA Live 99 


EA Sports * www.easports.com * Requirements: 
Windows 95/98, 166MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM * Multiplayer: 2 play- 


ers, LAN, modem, serial 


FIFA 99 


The latest in one of the best pedigrees in sports sims 


he hardcore contingent often criticizes 

EA Sports for packaging more glitter 

than substance in its sports games, but 
even the harshest critics consider the FIFA 
series a benchmark of excellence in sports 
gaming. FIFA 99 is the latest in the line and, 
while there are nits to pick here and there, it 
is another example of what a good sports 
game should be. 

You might as well use your cut and paste 
function when describing the sights and 
sounds of any EA Sports game: they’re great, 
the standard by which others are compared. 


The commentary is relevant, accurate and time- 


ly. The crowd chants, cheers great plays and 
goals and proclaims its anger at the referee 
with the whistling that European crowds use in 
place of American boos. The player animation 
is absolutely outstanding—it seems as if every 
incarnation of this series includes a few new 
“Hey! Did you see that?” animations. Snow and 
rain actually look like snow and rain. 

One area of controversy and debate is the 
graphic portrayal of the stadiums. There are 19 
stadiums from which to select, but anyone 
examining the game files will note that there 
are far fewer stadium folders. This has led to 
the rumor that numerous stadiums were left 
out of the game. EA explained that while some 
stadiums share the same interiors, several ele- 
ments are combined to make each stadium 
unique. Unfortunately, some stadium interiors 
look nothing like the displayed picture during 
selection (e.g., open ended stadiums depicted 
during play as close ended), which detracts 
from the option of having numerous pitches 
from which to choose. Still, in the overall 
scheme it is a minor issue. 

A more significant limitation is the restriction 
to 640x480 resolution, regardless of the video 
card used (Glide and Direct3D acceleration are 
supported). As well done as the graphics are, 
there is no satisfactory view that allows the 
player to see a wide enough segment of the 
field to prevent the need for blind passing. The 
only wide screen option is a somewhat top- 
down view that loses much of the graphic 
excellence of FIFA 99; a higher resolution view 
that shows more of the field is needed. 

Once on the pitch, the game plays superbly. 
FIFA 99 offers league play in twelve leagues, the 
ability to create a custom league, champi- 
onships and a European “Dream League.” The 
opponent artificial intelligence in the F/FA 
series has always been among the best in the 
business, with improvements made in each 
incarnation—you need to try the other games 
on the market to truly appreciate its excellence. 
World Cup 98 introduced excellent goalie Al; 
FIFA 99 bumps up the positioning and overall 
play. While the view system often forces you to 
make blind passes, the computer play is good 
enough that your teammates are usually where 
you expect them to be. One area that does 
need to be tweaked is the referee logic: these 


tba - i . : 


“Do a little dance...” 


guys really do need glasses, as they very rarely 
call fouls against the computer team. 

A seemingly minor improvement is in how 
the players control the ball near the sidelines. 
In most soccer games, a player rushing to a ball 
near the line will invariably kick it out of 
bounds upon contact. FIFA 99 allows players to 
take control of the ball without forcing it out, a 
touch that seems minor but which has a signifi- 
cant effect upon game play. 

Game speed does seem a bit faster than 
someone desiring a completely accurate simu- 
lation might like, particularly at the higher diffi- 
culty levels. Also, the computer marks very 
tightly at higher levels, requiring rapid passing 
which, combined with the overall game speed, 
results in a more frantic pace than seen in the 
real-life game. To counter this, players must use 
the authentic tactics of passing to the sides and 


“It was YOUR fault!” “No, YOUR fault!” 


back and driving to the corner with subsequent 
crosses rather than rushing straight for the 
goal. In game tactical plays, such as offsides 
traps and presses, can be executed at the touch 
of a button. 

Whether playing Arsenal through a season in 
the English league or France in an International 
Cup, the game provides a high level of excite- 
ment and replayability. FIFA 99 remains one of 
the best sports games you can buy. —Jeff Lackey 


FIFA 99 


EA Sports * www.easports.com * Requirements: 
Windows 95/98, 133MHz Pentium or higher, 
16MB of RAM, 4X CD-ROM + Multiplayer: 2-8 
players, LAN, modem, serial 
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‘DAIKATANA’ Slash 
your way through time 
with the aid of your 
trusty sword. Chase 
down the evil ODr. 
Benedict through 4 dif- 
ferent eras. Advance in 
multiple skill levels such 
as Attack Power, Attack 
Speed, Running Speed, 
Maximum Health and 
more. Incredible graph- 
ics and challenging arti- 
ficial intelligence. 
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Eidos Seek 
Release: 3/9 
PC CD 


‘FIGHTER SQUADRON: 
SCREAMIN’ DEMONS OVER 
EUROPE’ Ground-breaking simu- 
lator engine based on the most 
accurate inertia, gravity, & force 
calculations to date. Each of the 
nine planes flies just like its real- 
world counterpart, and contains 
30 unique scenarios. Planes take ji 
damage on a per-polygon basis, fam 
which realistically and adversely jie 
affects handling . 1 
Activision (Simulation) 
Release: 2/99 

PC CD 


| FLY!’ Choose from one of 5 prop | 
or jet aircraft. Time-of-day & pas-| 
sage of time, global flight area 
worldwide elevation terrain model, |. 
& true satellite terrain imagery.) 
Realistic cockpit & avionics sys 
tems, GPS navigation, & air traf 
fic. Built-in GPS navigation sys 
‘tems for each aircraft allow). 
instant & accurate navigation a 
any time, anywhere in the world 
Multiplayer internet support 
GOD (Simulation) 

Release: 3/99 

PC CD 


‘SAITEK CYBORG 3D STICK’ 
| This unique stick sports an 
incredible array of functions & is 
also completely configurable. By 
using the unique Cyborg adjust- 
ment tool, the Cyborg 3D Stick 
can be configured to fit your 
hand, whatever your hand-size & 
whether you are right or left- 
handed. Precise 3D twist function | 
& ratio digital technology. Up to 
24 programmable actions. 
Saitek (Hardware) 
Release: NOW 

PC 


‘DUKE NUKEM FOREVER’ Duke J 
is back and badder than before in | 
this retooled sequel. Dr. Proton 
has taken over Area 51 & nuked 
Las Vegas. Making use of the 
Quake II engine, the team at 3D 
realms promises not to disap- 
point with new weapons, new vil- 
lains, and full 3Dfx support. 
Multiplayer options & incredible 
lifelike environments. 
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GT Interactive (Action) 
| Release: 3/99 
PC CD 


“DESCENT 3’ New lethal weapons 
will be at your side as you obliter- 
ate the robot-infestation in the 
mines & on the surface! Every 
Creature has personality & its Al 
is tailored to its environment. In- 
depth, diverse levels with multiple 
Objectives for each mission. Real- 
time lighting, new weapons, & F 
new. ships. LAN, modem, orf 
TCP/IP play with up to 8 players. 


Interplay (Action) 
Release: 3/99 
PC CD 
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TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE Pic’ 
1943 Euro Air War 11/98 $39.99 FLY! 03/99 $46.99 MS FS 98 DC-3 09/98 $29.99 SS Nascar Racing 2 08/98 $26. 
3D Naval Battles 03/99 $49.99 Flying Corps Gold 02/98 $18.99 MS FS 98 Insnt Arpin Mkr 11/98 $26.99 SS Nascar Racing 99 11/98 $42.5 
3D Railroad Master 10/98 $49.99 Flying Nightmares 2 05/99 $39.99 MS FS 98MegaScenery 11/98 $39.99 SSNscrGrndNatSrs 09/98 $26. 
Absolute Zero 11/95 $19.99 Formula 1CE 08/98 $40.99 MS FS 98: Concorde 12/98 $26.99 SS SODA Off Road Rcing 07/98 $19.5 
AH 64D Longbow Ltd 06/96 $14.99 Formula 1 W95 06/97 $29.99 MS FS 98: RAF 12/98 $26.99  Starsiege 12/98 $45.s 
AH-64D Longbow 2 12/97 $38.99 Front Line Fighters 08/98 $39.99 Msoft FS5 Bizjet Coll 09/96 $25.99 SU-27 Flanker 2 03/99 $49.5 
Air Warrior 2 02/97 $24.99 Grand Prix Legends 10/98 $29.99 MW Mercenaries 09/96 $18.99 SU-27 Flanker Msn #1 07/97 $15.¢ 
Air Warrior 3 12/97 $36.99 Gunship 3 04/99 $48.99 MW Mercenaries 3Dfx 07/97 $21.99 SU-27 Squadrn Comm Ed 10/97 $25.5 
Anarchy 11/98 $41.99 Hind Helicopter 10/96 $25.99 Nascar Racing 2 12/96 $38.99 Super Hornet 2000 11/98 $46.¢ 
Andretti Racing 12/97 $19.99 iA-10 Warthog 11/98 $43.99 Nascar Racing 3 03/99 $47.99 Super Touring Cars 12/98 $43.¢ 
Apache Havoc 11/98 $39.99  iF/A-18 CSF 08/98 $37.99 Nascr Reng 2 Gnd Ntl Srs 11/97 $29.99 Superbike World Champ 10/98 $39.¢ 
Archimedean Dynsty 11/96 $14.99  iF-22 Raptor 07/97 $19.99 Nascr Reng W Trek Pck 07/96 $18.99  Tanarus 11/98 $19.0 
Ares Rising 09/98 $19.99  iF-22 v5.0 03/98 $35.99 Nations Fighter Command 02/99 $35.99 Tank! 04/99 $48.s 
Armored Fist 2 10/97 $25.99 Independence War 09/98 $44.99 Need for Speed 2 SE 11/97 $19.99 Team Apache 06/98 $19. 
Babylon 5 04/99 $48.99 Inertia 04/99 $43.99 Need for Speed 3 09/98 $42.99 Terminus 05/99 $48.¢ 
Brnout Champ Dragreng 05/98 $39.99 Interceptor 03/99° $26.99 Need Speed Gold 07/96 $19.99 Test Drive 4 12/97 $25.¢ 
Burnout Chmp Drgreg CE 11/98 $37.99  iPanzer 44 04/98 $27.99 Newman Haas Racing 11/98 $39.99 Test Drive 5 11/98 $37.9 
CART Precision Racing 11/97 $19.99 Jet Fighter 3 Missn 05/97 $25.99 Newman-Haas Racing 2 02/99 $35.99 Test Drive Off Rd 2 11/98 $37.9 
Cart Racing 11/97 $19.99 Jet Fighter 3 Platinum 11/97 $34.99 NHRA Drag Racing 11/98 $34.99 Thunderstrike 04/96 $32.9 
Castrol Honda Superbike 05/98 $34.99 Jet Fighter Full Burn 07/98 $19.99 Nuclear Strike 11/97 $14.99 Tie Fighters W/ Refrnce 10/98 $32.9 
Comanche 3 04/97 $17.99 Jet Warrior-Vietnam 04/99 $44.99 Panzer Commander 05/98 $29.99 TOCA Racing 09/98 $37.9 
Comanche Gold 05/98 $29.99 JhnnyHrbrtGP Champ 10/98 $29.99 Panzer Elite 02/99 $39.99 Top Gun2Hornets Nest 11/98 $26.9 
Cyberstrike 2 11/98 $42.99 Joint Strike Fighter 12/97 $24.99 Phantom Ace 01/99 $48.99 Touring Car 03/98 $30.9 
Dawn of Aces 11/98 $28.99 Kid Pilot 01/99 $19.99 Powerboat Racing 03/98 $23.99 Train Dispatcher 2 08/98 $39.9 
Daytona USA Dix 11/97 $42.99 Last Dynasty 11/95 $19.99  Powerslide 11/98 $31.99 Trans-Am Racing 68-72 02/99 $42.9 
Destruction Derby 2 11/96 $19.99 Luftwaffe Commander 12/98 $49.99 Privateer 2 SE 12/97 $39.99 Trophy Bass 2 Exp. Pk. 05/97 $19.9 
EF 2000 V 2 07/97 $19.99 M1 Tank Platoon 2 04/98 $29.99 Privateer 3 03/99 $52.99 Ultimate Racing Pro 03/98 $29.9 
Extreme Assault 07/97 $29.99 Man of War 10/97 $24.99 Pro Pilot USA 10/98 $19.99  UltraFighters 12/98 $37.9 
F/A 18 Korea 12/97 $36.99 Man of War 2 11/98 $39.99 Prof Sportscar Racing 01/99 $42.99 Vangers 07/98 $25.9 
F1 '98 03/99 $35.99 Manx TT 11/97 $39.99 Recoil 12/98 $39.99  \V-Rally 12/98 $44.9 
Fi Racing Sim 04/98 $29.99 MechWarrior 3 04/99 $52.99 Red Baron 2 12/97 $26.99 WAP. Israeli Air Frc 09/98 $44.9 
F-15 03/98 $38.99 Mig Alley 01/99 $39.99 Red Baron 3D 11/98 $39.99 Wall Street Tycoon 05/99 $44.9 
F-16 Agressor 10/98 $42.99 Monaco Grand Prix Reg 2 02/99 $43.99 Red Line Racer 08/98 $39.99 Warbirds 10/98 $26.9 
F16 Fightng Falcon 09/97 $19.99 Monster Truck Madnss 2 07/98 $41.99 Redline 11/98 $46.99 Warbirds 2 12/98 $26.9 
F-22 ADF 12/97 $44.99  Monstr Trck Mdnss W95 10/96 $21.99  Rollcage 04/99 $42.99 WingComm 5: Prophcy 12/97 $19.9 
F-22 ADF Red SeaOps 10/98 $15.99 Moto Racer GP 2 11/98 $42.99 Rush 2 11/98 $43.99 Wing Commndr Propcy Gld10/98 $37.9 
F-22 Lightning 2 09/96 $18.99 Motocross Madness 08/98 $44.99 S.GP. 02/99 $39.99 Wings of Destiny 04/99 $39.9 
F-22 Raptor 12/97 $19.99 Motorhead 11/98 $44.99 SabrAce 10/97 $19.99 WWII Fighters 11/98 $44.9 
F22 Total Air War 10/98 $38.99 MS Combat Flight Sim 11/98 $48.99 Sand Warriors 09/97 $22.99 X-Car Exprmntl Ren 08/97 $15.9 
FA 18 Hornet 3 04/97 $26.99 MS Flight Sim 98 09/97 $52.99 Screamin Demon Europe 11/98 $45.99 X-Com Interceptor 06/98 $25.9 
Falcon 4.0 12/98 $52.99 MS Flight Sim 98 Justice 11/98 $29.99 Sierra Pro Pilot 99 11/98 $44.99 Xenocracy 09/98 $39.9 
Falcon 4.0: MiG 29 12/98 $30.99 MS Flight Sim Triple Pk 08/98 $16.99 Silent Hunter 2 03/99 $46.99 X-Wing Alliance 02/99 $49.9 
Fghtng Ficn Bck Bgdd =: 07/97 $25.99 MS FS 98 Afrcn Safri 09/98 $25.99 Silent Hunter CE 10/97 $26.99 X-Wing Collector's Srs 06/98 $29.9 
Fighter Duel 2 05/99 $48.99 MSFS 98 Air Force One 09/98 $29.99 Sint Hntr Ptri 1-3 ea 03/97 $14.99 X-Wngv Tie Cmp 1 12/97 $19.9 
Flight Unlimited 2 12/97 $19.99 MSFS 98 Airbus 10/98 $29.99 Spearhead 09/98 $37.99 X-Wng v Tie Fghter 05/97 $22.9 
Flight Unlimited 3 11/98 $45.99 MSFS 98 Dang Airport 09/98 $25.99 Spearhead Exp Pack 12/98 $22.99 X-Wng v Tie W Blinc Pwr 10/98 $39.9! 

COMPUTER GAMES: HARDWARE 
Controllers MS SWndr FStl Pro Pad 10/98 $65.99 Saitek X7-38 Joystick 06/98 $95.99 Sound Cards 

ANKO GC-FBW1 Wheel 12/98 $179.99 | MS SWndr Prec Pro USB 08/98 $62.99 Saitek X8-30 Cont Sys 04/98 $39.99 Diamond Monster MX200 06/98 $139.9 
CH EXL 500 Racing Set 09/98 $52.99 Mad Catz Andretti Wheel 08/98$109.99 Space Orb 360 10/96 $42.99 Diamond Monster MX300 12/98 $89.9 
CH F16 Fighterstick 11/96 $84.99 Mad Catz Panther XL 01/98 $62.99 Suncom SFS Throttle 04/98 $89.99 SndBlstr PC! 128 PC Wrk 09/98 $135.9 
CH Force FX 12/96 $95.99 Mad Catz Pnthr LS Dig 06/98 $69.99 Suncom SFX Plus Jstk 11/98 $44.99 Sound Blaster LIVE 08/98 $179.9 
CH Gamestick 3D Jystck 10/98 $45.99 Mad Catz Puma GTWheel 02/98 $99.99 Suncom Scepter LCD 03/98 $69.99 Sound Blaster LIVE! Value 10/98 $89.9 
CH Gamestick 3D USB 11/98 $45.99 PDPIL4 Dig Game Card 08/98 $79.99 TM Attack Throttle 04/98 $49.99  Turt Beach Montego A3DX06/98 $89.9! 
CH Joystick Switchbox 11/97 $23.99 Qshot GenX 500L (Lefty) 10/98 $26.99 TMDrivingControlT2 10/95 $89.99 Video Cards 

CH Pro Pedals 12/94 $79.99 Quickshot 3D Striker 03/98 $44.99 TM Elite Ruddr Pedals 03/98 $65.99 ATI Rage Fury 32MB 11/98 $279.9: 
CH Pro Throttle 03/96 $84.99 Quickshot Master Pilot 98 04/98 $37.99 TMF16TQS 06/95 $114.99 ATI Xpert 128 16MB 10/98 $189.9: 
CH Racing Wheel 09/97 $49.99  Quickshot Mstr Pilt Val 03/98 $59.99 TM F22 Pro 10/96 $129.99 CrtvBlstr Riva TNT AGP16 10/98 $179.9: 
CH Racng WhI W Pedal 10/97 $79.99 Saitek Cyborg 3D Jstk 09/98 $52.99 TMFLC F16 System 10/94 $108.99  CrtvBistr Riva TNT PC! 11/98 $189.9: 
CH Throttle 10/95 $65.99 Saitek Cyborg 3D Pad 08/98 $38.99 1M Frag Master 11/98 $65.99  Crtv 3D Bistr Bnshee 12/98 $119.9! 
CH Virtual Pilot Pro 12/94 $74.99 Saitek PC Dash 04/98 $49.99 TMFusionGameCard 09/98 $19.99 Crtve 3D Blistr212MB 06/98 $239.9! 
Gravis PC Gamepd Pro 11/96 $26.99 Saitek R4FreFdbk Wi 10/98$169.99 TMGP1 10/96 $64.99 Diamond Viper V550 AGP 01/99 $199.9: 
Gravis Xtrmntr Game Pad 07/98 $43.99 Saitek R4 Racing Whl 10/98 $92.99 TM Game Card 02/93 $32.99 Diamond Viper V550 PC! 01/99 $189.9: 
Gravs PC Gm Pd Pro USB 01/99 $29.99 Saitek X-36 Cont Sys 05/98 $107.99 TMNascarRacng Whi 11/97$118.99 DmdMnstr Fusion AGP 16 11/98 $149.9: 
Joyswitch 09/94 $39.99 Saitek X-36F Joystick 04/98 $69.99 TM Nscr Fre GT Reg Whl 12/98$149.99 Dmnd Mnstr 3D Il 12MB 06/98 $199.01 
Logitech WingMan Force 10/98 $94.99 Saitek X-36T System 11/98 $69.99 TM Nscr Pro Dig Reg Wh 03/99 $89.99 Herc Dynamite TNT 16 11/98 $179.95 
Ltech WM Frmla Fre WhI 11/98 $169.99 Saitek X6-30 Pad 04/98 $9.99 TMNscr Spr Sprt Reng WI10/98 $69.99 Matrox Mil G200 PCI 16 10/98 $174.95 
MS SideWinder FF Whl 10/98$169.99 Saitek X6-31M Pad 04/98 $19.99 TM Rage 3D Pad 02/98 $39.99 Matrx Mystiq G200 AGP8 10/98 $149.95 
MS SWndr Prec Pad USB 09/98 $65.99 Saitek X6-33M Pad 06/98 $27.99 Tchmedia 3D ZoneMastr 08/98 $64.99 STB Velocity 4400 AGP16 11/98 $179.9: 
| COMPUTER GAMES: ACTION 

Amen: The Awakening 04/99 $48.99  Esoteria 11/98 $46.99 Oni 07/99 $44.99 Space Marine Ambush 05/99 $46.9¢ 
BankHeist 04/99 $39.99 EXFOR Omega 11/98 $48.99 Phoenix 02/99 $39.99 Spec Ops Add On 11/98 $29.9¢ 
Battlezone 2 07/99 $48.99 Fatal Abyss 11/98 $39.99 Postal Bundle 09/98 $24.99 StarTrek Kling Hnr Grd 10/98 $39.96 
Beneath 02/99 $48.99 Future Cop: L.A.P.D. 11/98 $19.99 Prax War 02/99 $44.99 Star Trek Klingon Academy03/99 $48.99 
Blood 2 11/98 $39.99 Galleon 06/99 $46.99 Prey 04/99 $49.99 Starship Troopers 03/99 $46.9¢ 
Carmageddon 2 11/98 $44.99 Giants 02/99 $48.99  Profiteer 12/98 $45.99  Starsiege: Tribes 12/98 $43.96 
Close Approach 11/98 $44.99 Grav Armor 12/98 $36.99 Quake 2 Bundle Pack 01/99 $47.99 System Shock 2 06/99 $45.99 
Creed 01/99 $44.99 Gruntz 02/99 $34.99 Quake 2 Mission Pk 1 06/98 $24.99 Tenchu 11/98 $48.99 
Critical Depth 11/98 $48.99 Guardian 05/99 $48.99 Quake 2 Mission Pk 2 09/98 $24.99 Thunder Brigade 04/99 $39.99 
Cybermercs 01/99 $39.99 Half Life 11/98 $39.99 Quake Arena 06/99 $47.99 Tomb Raider 3 11/98 $39.99 
Daikatana 03/99 $39.99 Half Life: Tm Fortress 12/98 $24.99 Rainbow Six 08/98 $29.99 Tomorrow Never Dies 12/98 $48.99 
Dark Vengeance 12/98 $36.99 Heavy Gear 2 12/98 $45.99 Requiem 01/99 $45.99  Trespassr Jrssic Park 10/98 $43.99 
Death Trap Dungeon 06/98 $19.99 Heavy Metal 06/99 $49.99 Resident Evil 2 01/99 $34.99 Turok Dinosr Huntr 2 02/99 $46.99 
Delta Force 10/98 $37.99 Heretic 2 11/98 $47.99 Ricochet 03/99 $35.99 Unreal 06/98 $34.99 
Descent 3 12/98 $48.99 Hired Guns 11/98 $39.99 Shadowman 11/98 $49.99 Unreal 2 08/99 $44.99 
Descent Freespace 06/98 $29.99 Interstate 82 02/99 $45.99 Shattered Reality 11/98 $42.99 Unreal Level Pack 03/99 $19.99 
Dethkarz 11/98 $35.99 Kingpin 03/99 $44.99 SHOGO: Mobile Armr Div 10/98 $29.99 Unreal Mega Pak 03/99 $47.99 
DF Jedi Knight W/ Sith 09/98 $39.99 Max Payne 12/98 $47.99 Sin 11/98 $39.99 Urban Assault Add-On 02/99 $24.99 
Drakan 03/99 $39.99 MDK2 02/99 $44.99 Sin Mission Pack 1 02/99 $26.99 Vigilance 11/98 $42.99 
Duality 11/98 $46.99 Messiah 02/99 $48.99 Slave Zero 04/99 $44.99 Weekend Warrior 03/99 $44.99 
Duke Nukem Forever 12/98 $48.99 Metal Fatigue 02/99 $35.99 Soldier 05/99 $46.99 Wrath 12/98 $48.99 
Elysium 07/99 $48.99 MIA 10/98 $19.99 Space Bunnies Must Die 11/98 $35.99 X-Com Alliance 04/99 $47.99 
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Order 
Online 


COMPUTER GAMES: STRATEGY 


TITLE 
SimSafari 
SimTower 
SimTunes 
Soldiers at War 
Star Control 3 
Star Trek Birth Fed 
Star Trek: New Worlds 
Star Trk Starflt Comm 
StarCon 
Starcraft 
Starcraft Brood Wars 
Starcraft Bttl Chest 
Starcraft Insurrection 
Starcraft Retribution 
Stars Twinpack 
Stellar Frontier 
Stratosphere 
SWAT 2 
Theme Hostpital 
Total Annhitn Kingdoms 
Total Annihilation 
Total Annihilation 2 
Total Annitn Cr Ctgcy 
Totl Annhitn Bttl Tctcs 
Transport Tycoon 
Transport Tycoon Dix 
Tribal Rage 
Uprising 
Uprising 2 
War of the Worlds 
WarBreeds 
Warcraft 2 Platinum 
Wargames 
Wargasm 
Warhmmr 40K Chs Gate 
Warlords 2 DIx 
Warlords 3 
Warlords 4 
Warlrds 3 Drk Lrd Rsg 
Warwind 2 
Warwind W95 
Warzone 2100 
Wooden Ship Iron Mn 
Worms 2 
Worms Armageddon 
X-Com Apocalypse 
X-Com Terr frm Deep 
X-Com UFO Defense 
X-Fire 
Yoot's Tower 


RELEASE PRICE 
03/98 $19.99 
05/95 $18.99 
12/96 $25.99 
05/98 $27.99 
09/96 $14.99 
02/99 $48.99 
04/99 $46.99 
12/98 $48.99 
01/99 $44.99 
04/98 $36.99 
12/98 $29.99 
10/98 $65.99 
08/98 $26.99 
10/98 $19.99 
06/98 $27.99 
05/99 $44.99 
06/98 $46.99 
07/98 $34.99 
04/97 $14.99 
02/99 $46.99 
10/97 $29.99 
08/99 $48.99 
04/98 $19.99 
08/98 $19.99 
12/94 $19.99 
09/95 $24.99 
06/98 $34.99 
10/97 $12.99 
12/98 $37.99 
12/98 $36.99 
03/98 $19.99 
03/99 $39.99 
07/98 $39.99 
01/99 $48.99 
11/98 $45.99 
09/95 $29.99 
08/97 $14.99 
06/99 $48.99 
08/98 $34.99 
11/97 $34.99 
10/96 $15.99 
02/99 $34.99 
10/96 $29.99 
01/98 $24.99 
12/98 $39.99 
08/97 $19.99 
03/95 $16.99 
06/94 $18.99 
01/99 $45.99 
01/99 $39.99 


Revenant 

Septerra Core 

Star Trail 

Starship Diplomacy 
Swords & Sorcery 
Swords of Heroes 
Thief: The Dark Prict 
Third World 

Ultima 7 Series 
Ultima Online: 2nd Age 
Wizardry 8 


03/99 $29.99 
02/99 $48.99 
11/94 $29.99 
05/99 $48.99 
02/99 $48.99 
05/99 $46.99 
12/98 $29.99 
05/99 $48.99 
03/94 $15.99 
11/98 $44.99 
02/99 $49.99 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRIcE 
AD&D Birthright 07/97 $27.99 Dark Reign MP 2 07/98 $26.99 KKND 2 10/98 $34.99 
Admiral Sea Battles 11/96 $18.99 Dawn of War 11/98 $39.99 KKND Extreme 10/97 $19.99 
Advanced Civilization 11/95 $34.99 Deadlock 2 03/98 $39.99 Knights and Merchants 10/98 $29.99 
Age Empires Fin! Congst 07/98 $18.99 Dominant Species 10/98 $29.99 LEDWars 10/98 $41.99 
Age of Empires 10/97 $29.99 Dominion Storm 06/98 $22.99 Liberation Day 03/98 $35.99 
Age of Empires 2 05/99 $48.99 Duel: Mage Wars 12/98 $39.99 Lords of Magic 12/97 $34.99 
Age of Emprs Rise Rme 10/98 $29.99 Dune? 11/97 $14.99 Lords of Magic SE 11/98 $39.99 
Age of Wonders 02/99 $46.99 Dune 2000 09/98 $39.99 Lords Realm 2 11/96 $19.99 
Alien Intelligence 12/98 $45.99 Dungeon Keeper 07/97 $14.99 Lords Realm2ExpPk 06/97 $28.99 
Alpha Centauri 01/99 $43.99 Dungeon Keeper 2 04/99 $45.99 Machine Hunter 07/98 $39.99 
Ancnt Cngst: Gidn Fice 01/99 $42.99 Dungeon Keeper Gold 04/98 $19.99 Magic Spells of Anct 10/97 $19.99 
Army Men 05/98 $26.99 Earth 2140 10/97 $14.99 Magic:the Gathering 03/97 $15.99 
Army Men 2 04/99 $39.99 Echelon 10/98 $44.99 Majesty: Empire Drkinds 05/99 $48.99 
Axis & Allies 09/98 $39.99 Emergency 09/98 $19.99 Master of Magic 12/94 $18.99 
Battlecruiser 3000 AD V2 11/98 $17.99 Emperor of Fadng Suns 01/97 $18.99 Master of Orion 11/94 $19.99 
Battlecruiser 3020 AD 04/99 $44.99 Empire of the Ants 12/98 $42.99 Master of Orion 2 11/96 $19.99 
Blackstone Chroncles 11/98 $44.99 Enemy Nations 04/97 $19.99 MAX 12/96 $15.99 
Blood & Magic 11/96 $14.99 Entrepreneur 10/97 $38.99 MAX2 06/98 $25.99 
Braveheart 02/99 $37.99 Evolution 01/98 $29.99 |MechCommander 07/98 $29.99 
C&C 09/95 $12.99 Extreme Tactics 10/98 $48.99 MechCommander Exp Pck12/98 $29.99 
C&C 2:TiberianSun 03/99 $54.99 Fleet Command 06/99 $48.99 MissnFre:Cybrstrm2 06/98 $36.99 
C & C Covrt Oprtions 03/96 $19.99 Force Commander 02/99 $49.99 MTG Duels of Planeswalker02/98 $19.99 
C & C Gold W95 02/97 $14.99 Fragile Allegiance 03/97 $14.99 Myth 11/97 $29.99 
C & C RA Aftermath 10/97 $19.99 Freedom in Galaxy 03/99 $42.99 Myth2 12/98 $42.99 
C & C RA Cnter Strke 04/97 $12.99 Galilean Conflict 02/99 $35.99 Outpost 2 09/97 $19.99 
C & C Red Alert 11/96 $19.99 Gangsters 12/98 $34.99 Pax Imperia 2 11/97 $26.99 
Caesar 2 09/95 $19.99 Global Domination 11/98 $39.99 Plague 04/99 $42.99 
Caesar 3 10/98 $29.99 Hardwar 08/98 $14.99  Populous 3 11/98 $45.99 
Capitalism Plus 05/97 $29.99 Heroes M&M 09/95 $19.99 Railroad Tycoon 10/95 $19.99 
Civ 2 Fantasy Worlds 11/97 $19.99 Heroes M&M 2 11/96 $19.99 Railroad Tycoon 2 11/98 $39.99 
Civ 2 Multiplayer Gold Ed 11/98 $27.99 Heroes M&M2Exp Pk 05/97 $19.99 Reach for Stars 2 04/99 $48.99 
Civ 2 Test of Time 02/99 $48.99 Heroes M&M 2 Gold 11/98 $18.99 Rebel Moon Revolution 03/99 $36.99 
Civilization 12/95 $19.99 Heroes M&M W95 02/96 $19.99 Rebellion 03/98 $28.99 
Civilization 2 03/96 $24.99 HeroesofM&M3 03/99 $44.99 Rebellion W/ StratGde 10/98 $46.99 
Civilization 2 Scen 11/96 $23.99 Hidden Wars 11/98 $48.99 Risk 11/96 $19.99 
Civilztn Call to Powr 02/99 $44.99 History of World 05/97 $12.99 RoboRumble 11/98 $26.99 
Colonization 11/94 $19.99 Hollywood Mogul 12/97 $39.99 Roller Coaster Tycoon 04/99 $39.99 
Colonization W95 02/96 $34.99 Homeworld 02/99 $48.99  Ruthless.com 11/98 $29.99 
Commandos 09/98 $29.99 Imperialism 08/97 $29.99 Sentinel Returns 10/98 $26.99 
Conflict of Nations 11/98 $46.99 Imperialism 2 03/99 $44.99 Settlers 2 Gold 04/97 $19.99 
Cong New World Dix 11/96 $15.99 Imperium Galactica 06/97 $32.99 Settlers 3 11/98 $35.99 
Conquest Earth 09/97 $12.99 Incubation 10/97 $38.99 Seven Kingdms Anc Adv 06/98 $34.99 
Creatures 06/97 $25.99  Incubation:Wilderness 05/98 $19.99 Seven Kingdoms 12/97 $35.99 
Creatures 2 09/98 $35.99 Industry Giant 04/98 $36.99 Seven Kingdoms 2 05/99 $39.99 
Creatures Life Kit 1 01/98 $14.99 Jaggd Allnc Ddly Game 09/96 $14.99 Shadow Company 04/99 $42.99 
Dark Colony 08/97 $12.99 Jagged Alliance 03/95 $12.99 Shadow ofthe Emperor 04/96 $35.00 
Dark Omen 03/98 $37.99 Jagged Alliance 2 04/99 $44.99 Shadowpact 02/99 $43.99 
Dark Reign 2 06/99 $48.99 Jakkal: Flesh+Bones 01/99 $39.99 Siege 05/99 $35.99 
Dark Reign Futre War 09/97 $39.99 Jutland 05/93 $19.99 SimCity 2000 SpecEd 04/97 $18.99 
Dark Reign MP 1 04/98 $19.99 KKND 03/97 $26.00 SimCity 3000 12/98 $44.99 

COMPUTER GAMES: ROLE PLAYING 
AD&D Collector's Ed. 07/98 $15.99 Diablo Hellfire 12/97 $17.99 Icarus: Sanctuary of Gods 11/98 $26.99 
Anachronox 05/99 $48.99 Dungeon Master 2 07/95 $15.99 Lands Lore Grdns Dst 10/97 $14.99 
Ancient Evil 10/98 $45.99 Elder Scrolls 2 09/96 $39.99 Lands of Lore 3 11/98 $44.99 
Baldur's Gate 12/98 $44.99 — Eldr Scrils Mrrowind 03/99 $54.99 Legcy Kain Bld Omn 09/97 $18.99 
Baldurs Gate Exp Pk 03/99 $19.99 EverQuest 01/99 $44.99 Might & Magic 6 04/98 $37.99 
Battlespire 12/97 $32.99 Fallout 10/97 $29.99 Might & Magic 7 04/99 $48.99 
Betrayal in Antara 07/97 $34.99 Fallout 2 11/98 $39.99 Mordor 2 02/99 $42.99 
Blade 11/98 $45.99 Final Fantasy VII 06/98 $32.99 Mortalus 01/99 $44.99 
Diablo 01/97 $27.99 Good & Evil 06/99 $48.99 Planescape Torment 05/99 $47.99 
Diablo 2 03/99 $48.99  Gothica 12/98 $48.99 Rage of Mages 10/98 $29.99 
Diablo Bundle 10/98 $29.99 _Hexplore 09/98 $25.99 Realms of the Haunting 03/97 $19.99 
ROLE PLAYING GAMES 
AD&D 2nd Edition Rules AD&D Dark Sun AD&D Lankhmar 
Combat & Tactics 07/95 $16.99  Citystate of Tyr 02/95 $9.99 AvengersofLankhmar 07/96 $8.99 
DM Guide 02/95 $23.99 DragonKings 02/95 $16.99 City of Lankhmar 02/95 $17.99 
Players Handbook 02/95 $28.99 Marauders Nibenay 02/96 $12.99  Cutthroats of Lankhmar 09/95 $18.99 
Spells & Magic 06/96 $19.99 Merchnt House Amketch 07/95 $12.99 Prince of Lankhmar 09/95 $9.99 
Mind Lords Last Sea 09/96 $16.99 Rogues of Lankhmar 09/95 $7.99 
AD&D Accessories Psionic Artifacts 09/96 $16.99 Slayers of Lankhmar 08/96 $11.99 
Arms & Equipment Guide 05/95 $18.99 Tales of Lankhmar 06/98 $10.99 
Complete Bard 05/95 $15.99 AD&D Forgotten Realms 
Complete Fighter 08/95 $14.99 City of Splendors 04/95 $20.99 AD&D Planescape 
Complete Paladin 07/95 $16.99 Cormanthyr: Empr of Elves03/98 $23.99 Campaign Setting 02/95 $28.99 
Complete Priest 06/95 $16.99 Demi Human Deities 01/99 $21.99 Dead Gods 12/97 $27.99 
Complete Wizard 05/95 $16.99 Elminster Ecology 2 01/96 $13.99 Faction War 09/98 $16.99 
Country Sites 11/95 $10.99 Empires Shining Sea 09/98 $24.99 Guide to Ethereal Plane 08/98 $13.99 
Deck Magical Items 10/95 $16.99 Faiths & Avatars 03/96 $21.99 Inthe Cage 02/96 $13.99 
Encyclopedi Magica 1-4ea 04/95 $21.99 For Duty & Deity 06/98 $11.99 On Hallowed Ground 09/96 $20.99 
Monst Comp Annual4 12/98 $16.99 Hellgate Keep 06/98 $9.99 Planes Chaos Box 04/95 $28.99 
Tome of Magic 04/95 $16.99 Pages from Mages 12/95 $12.99 Planewalker's Handbook 09/96 $19.99 
Wizard's SpellComp 4 10/98 $21.99 Ronin Challenge 07/95 $8.99 
Spellbound in Realms 07/95 $24.99 AD&D Ravenloft 
AD&D Al-Qadim Wizards & Rogues of Realm02/96$19.99 Castle Forlorn 09/95 $16.99 
Caravans 10/95 $15.99 Circle Darkness 02/96 $8.99 
Cities of Bone 05/95 $14.99 AD&D Greyhawk Adv Death Ascendant 08/96 $10.99 
City of Delights 09/95 $16.99 Adventure Begins 08/98 $16.99 Forged of Darkness 03/96 $10.99 
Corsairs of Great Sea 09/95 $14.99 Crypt of Lyzandred 11/98 $11.99 Guide to Transylvania 09/96 $10.99 
Golden Voyages 02/96 $14.99 Doomgrinder 11/98 $9.99 Light in Belfry 02/96 $12.99 
Land of Fate 02/96 $16.99 Greyhawk Playr Gd 09/98 $10.99 Requiem: Grim Harvest 09/96 $24.99 
Ruined Kingdom 06/95 $14.99 Return of Eight 09/98 $10.99 Shadow Rift 06/98 $21.99 
Sha'irs Handbook 04/95 $14.99 Star Cairns 11/98 $9.99 Vecna Reborn 08/98 $11.99 
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AlternityPlayer's Handbook04/98 $24.99 


Ars Magica 4th Ed 
Changeling 
Conspiracy X 
Cyberpunk 2020 
Deadlands Rulebook 


08/95 $25.99 
09/95 $26.99 
09/96 $22.99 
05/95 $17.99 
10/97 $27.99 


DeadlandsHell Earth Rule 10/98 $26.99 


Dragonlance 5th Age 
Earthdawn 

Fading Suns 

GURPS Rulebook 
Heavy Gear 

Hercules & Xena 


Heroes Unlimited 2nd Ed. 


Jovian Chronicles 
MERP 2 Softcover 
Mage 2nd Ed. 
Mechwarrior 
Pendragon 4th Ed. 
Rifts 

Robotech 
Shadowrun 3rd Edition 
StarWars Revised 
Tribe 8 

Trinity 

Vampire 3rd Edition 
Werewolf 

World of Darkness 
Wraith 


09/96 $20.99 
06/95 $17.99 
02/97 $21.99 
02/95 $22.99 
08/95 $25.99 
09/98 $25.99 
02/98 $21.99 
04/98 $24.99 
10/95 $19.99 
02/95 $28.99 
07/95 $13.99 
05/95 $19.99 
06/95 $21.99 
04/95 $11.99 
10/98 $28.99 
01/97 $27.99 
10/98 $27.99 
03/98 $28.99 
10/98 $27.99 
02/95 $24.99 
06/95 $15.99 
02/95 $24.99 


‘BRAVEHEART’ Follow in 
the footsteps of Scottish 
hero William Wallace, 
taking on the might of 
the English army to gain 
your freedom! 
Braveheart combines 
real-time strategy with 
global management in a 
brutal reenactment of the 
war between sword- 
wielding Scottish clans- 
man and expansionist 
English forces. With the 


latest 3D engine and | 
state-of-the-art motion | 


capture technology | 
Braveheart delivers 
| unparalleled § combat 
realism. 
Eidos (Strategy) 
Release: 2/99 

PC CD 


BRAVEHEART 


“CIVILIZATION: CALL TO 
POWER’ Build an empire from the 
ground up. Lead the world in 
technological knowledge. Exert 
your military might. Features a 
7000-year time span from primi- 
tive history to the future. The 
experience is enriched with 
unique non-military strategies, 
vivid graphics, an engaging multi- 
player mode and breakthrough 
empire management options. 
Activision (Strategy) 
Release: 2/99 
PC CD 


‘SIMCITY 3000’ Immerse yourself 
in a total 3D environment with 
By hundreds of new buildings to 
4 choose from and sophisticated 
microsimulators allowing for 
detailed control over business and 
other facilities. Your city comes to 
life with bustling traffic, 3-D ren- 
dered buildings, & even 
| SimCitizens. Tackle unexpected 
disasters & urban missions. 


Maxis alge 
Release: 2/9 
PC CD 


‘ALPHA CENTAURI’ is Sid Meier's 
new turn-based empire-building 
strategy game. A mother ship's 
human cargo fleeing earth in the 
22nd century splits into 7 factions 
en route to the self-titled destina- 
tion. Colonists can terraform land, 
changing topography to suit 
needs. Determine your infant civi- 
lizations modus operendi. Design 
your own military with land, sea, 
& air units. 
Electronic Arts(Strategy) 
Release: 2/99 
PC CD 


‘BALDUR’S GATE: EXPANSION 
PACK’ 

Interplay (Roleplaying) 

Release: 3/99 

PC CD 


‘BALDUR’S GATE’ uses a real- 
time modification of the Advanced 
Dungeon & Dragons rules . Over 
60 monsters to fight; you control 
a party of six, each with unique 
abilities and personas. 
Interplay (Roleplaying) 
Release: 12/98 
PC CD 


‘DIABLO II: INFERNO’ Five new 
character classes with unique 
attributes & abilities. Four differ- 
ent, fully populated towns, multi- 
ple dungeons, caverns & crypts. 
Expanded world filled with all-new 
quests, weapons, spells, armor, & 
monsters. Advanced combat sys- 
tem which incorporates class- 
specific fighting techniques & 
spells. 


Blizzard (Roleplaying) 
Release: 5/99 
PC CD 


SPlus399Pq? 


‘HEROES OF MIGHT & MAGIC 3’ Features new graphics, story line, 
expanded world, and enhanced game engine & multiplayer capability. 
Computer and human players are now forced to rebuild their castles 
after an attack. Includes 24 heroes of 8 types, with more evil heroes and 
new evolving characters. Combat is expanded to include more hexes. 
3D0 (Strategy) 

Release: 3/99 

PC CD 


‘GABRIEL KNIGHT III’ The Prince's 
family has been plagued for genera- 
tions by what seems to be a sect of 
vampires. The story is inherently 
puzzle-driven and spatial. It has a 
‘mystery play’ feel, due to the 
game's 3D elements. The suspects 
and other characters move around 
the environment independently of 
Gabriel and Grace, giving you the 
feeling of inhabiting a living virtual 
world. 

Sierra (Adventure) 
Release: 4/99 
PC CD 


GcbelMnight ET 


“LINKS LS 1999’ Features Arnold 
Palmer & others at St Andrews 
Links Old Course, a new tourna- 
ment environment, 3D objects, 
internet voice chat, and over 25 
new play modes. New options for 
internet play include spectator | 
mode and real-time voice chat. | 
The more than 25 available add- & 
| on courses will still be compatible 
with Links LS 1999. Includes a 
new mouse swing “powerstroke”. 
Access (Sports) 

Release: NOW 

PC CD 


‘COMMAND & CONQUER 2: 
TIBERIAN SUN’ Real-time strate- | 

gy with new engine, improved F 
controls, dynamic 3D terrain, & jim 
multiple levels of warfare. 
Features interactive & kinetic bat- 
tlefield, ion storms, ice fields & 
more. Play solo skirmishes or | 
take on your computer in full | 
Campaign Mode. Connect with up | 
to 8 friends over IPX or LAN, or | 9" 
go head-to-head over modem. 
Virgin (Strategy) 
Release: 3/99 

PC CD 


‘STAR TREK GENERATIONS: | 
BIRTH OF THE FEDERATION’ | 
Manage resources, solar systems, | 
and trade routes. Construct, 
maintain and refit a Starship fleet | 
-- and engage in turn-base 3-D 
space combat! Features multiple 
skill levels, galaxy sizes and other 
options for long-term replayabili- 
ty. Multiplayer support for up to jg 
five players via LAN, direct con- | 
nect, modem and internet. 
Microprose (Strategy) 
Release: 2/99 

PC CD 


‘CASTLEVANIA 64’ Fight the evil 
Dracula using one of 4 charac- 
ters. Each character has special 
fighting abilities that are used 
day & night to fight off the grue- 
some blood-sucking vampires. 
Explore the castle in relative 
Safety during daylight hours, but 
beware when the sun goes 
down! Many secrets & power- 
ups are hidden in the dark 
recesses of this 3D environment. 
Konami (Roleplaying) 
Release:2/99 

N64 


SPlus399pq3 


St Andrews 


ENTRADA + tno Comree 


COMPUTER GAMES: ADVENTURE 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE Price TITLE RELEASE PRICE 
20,000 Leagues 09/99 $48.99 Dead Unity 10/98 $45.99 Neverhood 11/96 $22.99 Shadow of the Comet 08/94 $8.99 
7th Guest 09/97 $14.99 Demon Isle 01/99 $47.99 Nightlong: Union City 02/99 $39.99 Shivers 2: Hrvst Soul 04/97 $48.00 
7th Guest 211th Hour 11/95 $14.99 Enemy Zero 10/98 $42.99 Nocturne 01/98 $46.99 Siege of Stormhaven 10/98 $48.99 
7th Guest W95 10/97 $19.99 Evil Core:Fallen Cities 12/98 $39.99 Nomad 04/94 $16.99 Simon the Sorceror 12/93 $15.99 
Abe's Exodus 12/98 $39.99  Extracters 04/95 $19.99 Obsidian W95 12/96 $29.99 Small Soldiers Sqd Cmdr 08/98 $28.99 
Abyss: Incidnt Europa 10/98 $43.99 Fable 03/97 $9.99 Of Light & Darkness 04/98 $24.99 SoulBringer 12/98 $47.99 
Adrenix Crisis 07/98 $44.99 Full Throttle 05/95 $19.99 Omikron: Nomad Soul 09/99 $39.99 Space Bar W95 07/97 $21.99 
Adv of Sailor Moon 11/98 $24.99 Gabriel Knight 2 12/95 $29.99 Outcast 03/99 $44.99 Space Circus 12/98 $44.99 
Albion 08/96 $19.99 Gabriel Knight 3 04/99 $48.99 Overseer 03/98 $19.99  Spycraft W95 03/96 $19.99 
Alone in Dark Trilogy 04/97 $24.99 Gateway 2 Homeworld 08/93 $18.99 Pandora Directive 08/96 $19.99 Star Trek SFA DVD 07/98 $44.99 
Alone in the Dark 3 04/95 $18.99 Goosebumps 07/98 $24.99 Patriot Games 09/98 $48.99 Star Trek SFA Mssn 04/98 $19.99 
Amber:Journeys Beyond 02/97 $29.99 Grim Fandango 10/98 $39.99 Phantasmagoria 2 11/96 $52.99 Star Trk Judge Rites 12/93 $12.99 
Armed and Delirious 11/97 $12.99 Gruesome Castle 10/98 $47.99 Pirates! Gold 02/95 $19.99 Star Trk Str Fit Acad 09/97 $38.99 
Azraels Tear 10/96 $12.99 Heart of Darkness 09/98 $29.99 Prince of Persia 3D 05/99 $48.99 — Starship Titanic 04/98 $39.99 
Badlands 03/99 $48.99 I'm Your Man 11/98 $44.99 Prophecy 03/93 $15.99 Starship Titanic DVD 10/98 $48.99 
Beavis & Butthd Do U 12/98 $25.99 Indy Jones Infrni Mchne 02/99 $48.99 Qin:Tomb Middle Kingdom07/96 $19.99 — Str Trk Sert Vicn Fry 09/99 $48.99 
Beyond Time 01/99 $44.99 Jack Orlando 01/99 $43.99 Queen: The Eye 11/98 $36.99  Temujin 10/97 $19.99 
Black Dahlia 02/98 $29.99  Jrneymn Project 2 or 3ea07/95 $29.99 Quest Glory 5: Exp Pk 01/99 $29.99 Time Lapse Ancient Civ 10/96 $29.99 
Blade Runner 11/97 $19.99 Journeyman Project 4 12/99 $47.99 (Quest for Glory 5 12/98 $48.99 Time Warrior 11/98 $37.99 
Broken Sword 10/97 $42.99 KQ8:Mask of Eternity 11/98 $48.99 Red Jack 09/98 $29.99 Titanic Urny Out Time 11/96 $22.99 
Byzantine 10/97 $16.99 Last Express 04/97 $17.99 Redguard 11/98 $52.99 TmeWrp Dr BrainW95 11/96 $33.99 
Cals Ctime Saloon 04/97 $19.99 Leisure Suit Larry 7 11/96 $48.99 Reloaded 05/97 $24.99 Tone Rebellion 11/97 $24.99 
Chronomaster 02/96 $19.99 Lighthouse 09/96 $29.99 Respect, Inc 02/99 $44.99 Tonic Trouble 11/98 $34.99 
Circle of Blood 11/96 $12.99 Lion 12/95 $19.99 Returnofthe Phantom 07/93 $11.99 Twinsen's Odyssey 07/97 $29.99 
Clandestiny W95 10/96 $29.99 Lost Vikings 2 05/97 $12.99 Return to Krondor 11/98 $45.99 Under Killing Moon 11/94 $12.99 
Curse of Monkey Isle 11/97 $19.99 Morpheus 10/98 $29.99 Riana Rouge 01/98 $24.99  Versaille 06/97 $39.99 
Cyberia 2 09/97 $12.99 Mulan 07/98 $19.99 Riddle Master Lu 10/95 $7.99 Wheel of Time 12/98 $46.99 
Cyberia 12/94 $19.99 Muppet Treasure Island 08/96 $35.99 Robot Club 08/98 $43.99 Wolf Hunt Be Hunted 09/94 $12.99 
Cydonia 09/98 $39.99 Myst 03/94 $19.99 SPQR 12/96 $19.99 X-Files Adventure Game 06/98 $46.99 
Dark Earth 10/97 $17.99 Myst 2: Riven 11/97 $35.99 Sabrina, Tn Wtch Spllbnd 10/98 $34.99 Yoda Stories 04/97 $19.99 
Dark Half 11/98 $44.99 Nemesis 10/96 $16.99 Sacred Mirror of Kofun 11/96 $19.99 Zork: Grnd Inquisitor 10/97 $39.99 
Dark Side of Moon 11/98 $46.99 Nerves of Steel 05/95 $16.99 Sanitarium 05/98 $39.99 Zork:Nemesis 04/96 $19.99 
| COMPUTER GAMES: SPORTS 
3D Hunting: Grizzly 12/98 $19.99 Deer Hunter Companion 09/98 $11.99 Links LS 99: Phoenix CC 01/99 $19.99 SS Basketball Pro 99 01/99 $46.99 
3D Hunting: Trophy Game 12/98 $19.99  Duffers 12/98 $22.99 Madden NFL 99 10/98 $39.99 SS Football Pro 99 11/98 $46.99 
3D Ultra Mini Golf Dix 11/98 $39.99 ESPN XGames ProBoardr 11/98 $36.99 Mastrerft Extrm Watr Spts 12/98 $19.99 SS Golf Pro 99 12/98 $39.99 
A Agassi Extrm Tennis 12/98 $19.99 Expert Pool 02/99 $35.99 MS Golf 99 11/98 $38.99 SS Skiing 1999 Ed 12/98 $26.99 
APBA Baseball 5 11/98 $35.99 FIFA Road Wrld Cup 98 12/97 $19.99 NBA Live 99 11/98 $42.99 SS Viper Racing 11/98 $29.99 
Baseball Mgl Wrid Srs 11/98 $28.99 FIFA Soccer 99 11/98 $36.99 NCAA Football 99 09/98 $42.99 Strike Zone 11/98 $26.99 
Baseball Mogul 12/97 $19.99 FOX Sports Soccer 99 06/98 $39.99 NFL Blitz 10/98 $39.99 Tiger 99 08/98 $42.99 
Bass Masters Clssc TE 09/98 $39.99 FPS Skiing 99 11/98 $39.99 NFL Gameday 99 08/98 $42.99 Tiger 99 Tournament Crs 08/98 $18.99 
Bass Pro Fishing 06/98 $18.99 Game, Net & Match 07/98 $38.99 NFL QB Club 99 10/98 $44.99 Tiger 99 TPC Courses 08/98 $18.99 
Big Air 12/98 $37.99 Golden Tee Golf 98 08/98 $29.99 NHL Hockey 99 09/98 $42.99 Tiger99 Vegas Courses 11/98 $19.99 
Big Game Hunter 03/98 $19.99 Hardball 6 04/98 $25.99 PBA Bowling 2 03/99 $35.99 TNN Outdoor Pro Hunter 11/98 $26.99 
Bird Hunter 10/98 $17.99 High Heat Baseball99 11/98 $18.99 PGAChampionship Golf 12/98 $26.99 Triple Play 99 03/98 $37.99 
Brnswk Pro Pool 3D 2 12/98 $19.99 High Heat Bseball 2K 03/99 $19.99  Pro18 World Tour Golf 11/98 $39.99 Trophy Buck 12/98 $39.99 
Browning African Safari 11/98 $19.99 Inline Extrm Skating 01/99 $19.99 Pro Pool 3D 2 12/98 $19.99 VR Baseball 2000 10/98 $35.99 
Brunswick Crct Pro Bowling10/98 $39.99 | K2 Ext Winter Sports 12/98 $19.99 Real Feel Golf 02/99 $44.99 VR Baseball 3 03/99 $35.99 
Cabela Big Gme Hntr2 10/98 $19.99 Knockout Kings 02/99 $44.99 Redneck Deer Huntin’ 08/98 $19.99 VR Bowling 03/99 $29.99 
Cabela Special Permit 11/98 $15.99 Links Extreme 01/99 $25.99 Rmngtn Upland Hunting 11/98 $19.99 VR Football 11/98 $36.99 
Deer Avenger 11/98 $25.99 Links LS 98 07/97 $29.99 Snowmobile Racing 11/98 $19.99 World Cup 98 05/98 $44.99 
Deer Hunter 2 09/98 $19.99 Links LS 99 11/98 $39.99 SS Baseball Pro 99 03/99 $29.99  Zebco Pro Fishing 3D 11/98 $19.99 
| COMPUTER GAMES: HINT BOOKS 

Action Adventure Role Playing Strategy 

Carmageddon 2 12/98 $12.99 Blade Runner 01/98 $14.99 Diablo 02/97 $15.99 Age of Empires 01/98 $14.99 
Cyberstorm 2 11/98 $18.99 Curse of Monkey Isle 01/98 $15.99 Diablo Battle.net 12/97 $14.99 Alpha Centauri 01/99 $16.99 
Daikatana 01/99 $13.99 Dark Side ofthe Moon 11/98 $17.99 Elder Scrolls 2 10/96 $11.99 C&C2 03/99 $17.99 
Daikatana Auth Strat 02/99 $17.99 Gabriel Knight 3 03/99 $17.99 Everquest 12/98 $16.99 Caesar 3 11/98 $16.99 
Dark Forces 2 OSG 12/97 $16.99 Grim Fandango 11/98 $17.99 Land Lore 2 12/97 $13.99 Civ 2 Designers Gde 08/98 $19.99 
Drakan 01/99 $17.99 Journeyman Project 3 02/98 $16.99 Lands of Lore 3 02/99 $16.99 Commandos 11/98 $18.99 
Drakan: Ord of Flame 01/99 $17.99 King's Quest 8 11/98 $16.99 Might & Magic 6 05/98 $16.99 Dominion Storm 11/98 $15.99 
Duke Nukm 3D Atomic 04/97 $16.99 Last Express 06/97 $15.99 Revenant 02/99 $16.99 Dune 2000 11/98 $17.99 
Half Life 11/98 $16.99 Mission Critical 02/96 $14.99 Thief Dark Project 11/98 $16.99 Dungeon Keeper 2 03/99 $17.99 
Hexen 2 10/97 $13.99 Myst Strategies 12/96 $12.99 Ultima Online 2nd Age 10/98 $17.99 Gangsters 12/98 $16.99 
Lara's Book 11/98 $16.99 Myst 2: Riven 12/97 $14.99 Simulation Heroes M&M 3 02/99 $16.99 
Prey 05/99 $16.99 Obsidian Offcl Strategies 03/97 $16.99 1943 Euro Air War 11/98 $17.99 Homeworld 03/99 $16.99 
Quake 2 01/98 $14.99 Overseer 03/98 $15.99 Falcon 4.0 12/98 $16.99 Populous 3 11/98 $16.99 
Rainbow Six 11/98 $16.99 Prince of Persia 3D 05/99 $16.99 MSCombat Flight Sim 12/98 $17.99 Railroad Tycoon 2 11/98 $19.99 
Requiem 01/99 $16.99 Quest for Glory 5 12/98 $16.99 Mechwarrior 3 03/99 $16.99 Settlers 3 12/98 $16.99 
Shadows of the Empire 11/97 $16.99 Return to Krondor 11/98 $16.99 Privateer 3 05/99 $17.99 SimCity 3000 01/99 $16.99 
Sin 11/98 $13.99 Shivers 2 04/97 $15.99 Red Baron 3D 12/98 $16.99 Starcraft 05/98 $14.99 
Starsiege: Tribes 12/98 $16.99 Star Trek Star Fit Acad 12/97 $17.99 Sierra Pro Pilot 99 11/98 $16.99 Starcraft Brood Wars 12/98 $16.99 
Tomb Raider Anthology 11/98 $15.99 — Starship Titanic 08/98 $19.99  Starsiege 12/98 $16.99 Starcraft Scenario Ed 12/98 $16.99 
Unreal Auth Strat Gde 08/98 $19.99 X-Files Adventure Game 06/98 $16.99 Top Gun2: Hornet Nest 12/98 $16.99 Uprising 2 12/98 $16.99 
Unreal Cnstrction Kit 11/98 $15.99 Zork: Grand Inquisitr 12/97 $12.99 X-Wing Collectors Srs 08/98 $15.99 Warlords 3 Dkirds Rsing 11/98 $16.99 

COMPUTER GAMES: ADULT & 
2069 Oriental Sex Odys 11/96 $49.99 Celebrity Nudes 01/95 $19.99  Fantascenes 3 07/97 $39.99 Porno Poker 12/95 $36.99 
Aladdin & City of Sin 04/98 $32.99 Cyber Photographer 08/96 $29.99 Femme Fatale 09/95 $19.99 Private Investigator 08/96 $42.99 
All Night Long 06/95 $19.99 CyberStrip Black Jack 05/95 $36.99 From Asia With Love 01/97 $15.99 Private Plisr Park 2 08/96 $39.99 
Arabian Nights 03/98 $39.99 CyberStrip Poker 05/95 $36.99 Fun House 04/96 $19.99 Pyramid Maze 08/98 $39.99 
Asia X 11/95 $29.99 Dada House 02/98 $19.99 Fuzz Buzzers 09/96 $29.99 Romsoft MPEG 3 Pk 02/96 $19.99 
Asian Paradise 02/96 $29.99 Days of Oblivion 11/98 $49.99 Girlfriend Donna 12/96 $39.99 Samurai Pervert 2 01/97 $49.99 
BJ Babes 01/98 $25.99 Deep Thrt Gris 4Pk 06/96 $49.99 Interact Seymore Bt2 05/95 $48.99 Sex With Farrah 07/98 $42.99 
Beverly HI Call Gris 07/96 $19.99 Devil in Miss Jones 12/93 $39.99 Just Jeanna 07/98 $29.99 Sex with Rocky 01/98 $42.99 
Bra Busting Babes 04/94 $19.99 Dirty Debutnt 6 Pk 04/96 $44.99 Nasty Jack 12/97 $23.99 Space Sirens 2 09/95 $34.99 
Breaking It 04/95 $16.99 Dirty Tricks 02/96 $39.99 Net Erotique 02/96 $35.99 Strip Poker Pro 2 12/95 $39.99 
Bush Pilots 10/95 $18.99 DivaX NJ 11/97 $34.99 Neurodancer 05/94 $29.99 Tabloid Beauties 12/94 $29.99 
Bustin’ Through 09/95 $19.99 Diva X: Kanako 03/98 $34.99  Nightwatch Int 3 07/96 $29.99 Tokyo Nymphs 04/96 $17.99 
Busty Babes Hard Core 11/97 $35.99 Domin-A-Trix 2 09/96 $23.99 One Nine Hundred 09/94 $19.99 Vampire's Kiss 10/94 $34.99 
Cabin Fever 07/97 $34.99 Dream Machine 2 10/96 $49.99 Oriental Syndrome 09/96 $19.99 Virtual Valerie 2 08/95 $32.99 
Catchin' Kylie 09/98 $39.99 Duke Screw'em 12/96 $49.99 Passion Lair 05/98 $29.99 X-Ploration Female Base 10/98 $49.99 
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‘TOTAL ANNIHILA- 
New UTES TION: KINGDOMS’ 
Pr r This fantasy real-time 
Release Online strategy game 
Ss engages you in the 
Struggle of good 
against evil and magic 
saa ‘ against technology. 
| COMPUTER GAMES: WAR | | New story line, 3-D 
TITLE ~ RELEASE PRICE TITLE Revease Price ‘TITLE RELEASE Price TITLE RELEASE PRICE articurated lie ES 
sions, multiplayer 
101st Airborne Normandy 10/98 $35.99 Close Combat 2 11/97 $19.99 Napoleon in Russia 05/97 $17.99 Steel Panthers 3 11/97 $17.99 | maps & worlds. Four 
Achtung Spitfire 09/97 $39.99 Close Combat 3 12/98 $48.99 North Vs. South 11/98 $45.99 Steel Panthers Arsenal 05/98 $36.99 | selectable sides to 
Aegis 04/94 $19.99 Combat Mission 05/99 $45.99 Oper ArtWarExpPk1 12/98 $22.99 Steel Pnthrs 2 Cmp 1 04/97 $14.99 choose from. each 
Afrika Korps 04/99 $42.99 Custers LastCommand 10/95 $28.99 Oper ArtWarExpPk2 01/99 $22.99 Stl PnthersCmp1-2ea 08/96 $14.99 with its own unique 
Age of Sail 11/96 $29.99 D-Day Amer Invades 09/95 $34.99 Operation Crusader 09/94 $18.99 Storm in the West 04/98 $33.99 magical & technologi- 
Aide de Camp 07/94 $44.99 Defend the Alamo 10/95 $19.99  Opertional Artof War 06/98 $39.99 TACOPS 98 02/99 $35.99 cal abilities. 
Aide de Camp 2 01/98 $44.99 Dragons in the Mist 05/98 $23.99 Opertional Art War 2 03/99 $42.99 Taisho 06/99 $47.99 
Allied General 12/95 $19.99 Dragoon Bttle Pk 1-5 ea 09/98 $22.99 Oprtn: Blood & Guts 04/99 $35.99 Tank Resistance 2024 05/99 $39.99 
American Civil War 06/96 $27.99 East Front 11/97 $39.99 Over the Reich 11/96 $33.99 Third Reich 10/96 $29.99 
Banzai 04/91 $9.99 East Front Camp 03/98 $19.99 Pacific General 07/97 $29.99 Tides of War 11/98 $26.99 
Battle of Britain 1940 01/99 $37.99 Empire 2 Art of War 09/95 $12.99 Pacific General Budget 07/98 $9.99 Tigers on Prowl 2 12/96 $41.99 GT Interactive 
Battle of Bulge 03/99 $42.99 Fifth Fleet 11/94 $18.99 Pacific Tide 02/99 $45.99 V Victory Bundle 11/95 $27.99 (Strategy) 
Battlegrnd Antietam 11/96 $18.99 Flight Commander 2 01/95 $34.99 Panthers in Shadows 09/95 $41.99 V Victory Utah Bch 02/95 $9.99 | Release: 2/99 
Battlegrnd Bulge 10/96 $19.99 Great Battles Caesar 03/98 $29.99 Panzer General 2 10/97 $33.99 V Victory Velikye Luki 02/95 $9.99 | PC CD 
Battlegrnd Bull Run 05/97 $19.99 Great Battls Alexndr 06/97 $34.99 Panzer General 3 03/99 $44.99 War Along the Mohawk 09/98 $19.99 
Battlegrnd Gettysbrg 12/95 $18.99 Great Bttles Hannibal 11/97 $29.99  Panzerblitz 03/99 $42.99 War Inc. 10/97 $29.99 ‘BATTLE OF BRITAIN’ Fight this 
Battlegrnd Mid East 07/99 $42.99 Guadalcanal 04/99 $39.99 People’s General 09/98 $29.99 War in Europe 10/98 $39.99 historic battle as the German 
Battlegrnd Shiloh 07/96 $18.99 Harpoon 2 06/94 $18.99. Prelude to Waterloo 10/97 $19.99 Warinthe East:1-5ea 04/98 $24.99 attackers or the British defenders. 
Battlegrnd Waterloo 05/96 $18.99 Harpoon 4 07/99 $46.99 Road to Moscow 02/99 $44.99 Wrgme CS2 SD12orl3ea 11/94 $14.99 As the German player you can 
Blitzkrieg 05/99 $39.99 Harpoon 97 11/96 $29.99 Semper Fi 02/98 $32.99 Wargame CS2 SD5 04/96 $14.99 launch up to 100 raids/day, select- 
Broken Alliance 12/96 $23.99 Harpoon Classic 10/94 $13.99 Sid Meier's Gettysbrg 10/97 $22.99 WargameCS3w/CD1 06/97 $19.99 ing from over 300 targets. As the 
CincPac Midway 10/94 $15.99 Kingmaker 10/98 $29.99 Stalingrad 02/95 $29.99 West Front 11/98 $37.99 | British defender you select 
Civil War Generals 11/97 $46.99 Medieval 07/98 $32.99 Steel Panthers 10/95 $19.99 Wrhmmr 40k Rites of Wr 03/99 $42.99 squadrons to intercept raids, 
Close Combat 07/96 $19.99 Napoleon 1813 12/98 $42.99 Steel Panthers 2_ 11/96 $19.99 Zulu War 09/96 $29.99 place squadrons on patrol, & 
BOARD GAM ES | move AA guns & barrage baloons. 
| Includes all planes from battle, tar- 
1830 RR & RbbrBrons 12/94 $25.99 Command atSea Rules 05/96 $15.99 Kremlin 12/94 $15.99 Squad Leader 12/94 $25.99 get types, & night rules. 
4 Battles Anc. World 01/95 $21.99 Crimson Skies 11/98 $29.99 — Lionheart 10/97 $35.99 Starship Troopers 03/96 $29.99 ' Talonsoft (War 
Across 5 Aprils 12/94 $23.99 Decision in France 09/96 $19.99 Midway 12/94 $24.99 Stellar Conquest 12/94 $19.99 Release: oped 
Advanced Civilization 12/94 $28.99 Deluxe Diplomacy 12/94 $44.99 Mississippi Queen 11/98 $34.99 Stonewall in Valley 05/95 $29.99 PC CD 
Advanced Squad Leader 12/94 $42.99 Eagle Kingdoms 09/96 $16.99 Monopoly Deluxe 05/98 $32.99 Stratego 07/96 $19.99 
Advanced Third Reich 12/94 $41.99 Edison & Co. 06/98 $36.99 Monsters Ravage America08/98 $32.99 Successors 03/98 $49.95 i ‘ ‘ROAD TO MOSCOW’ Control 
Age of Renaissance 12/96 $44.99 Empire Builder 03/96 $28.99 Napoleon's Battles 12/94 $28.99 Tac Air 12/94 $24.99 Russian or German troops’ while 
Airlines 08/98 $34.99 Empires in Arms 12/94 $33.99 Nation on Trial 08/98 $19.99 Texas Revolution 05/96 $18.99 the game engine simulates move- 
Axis & Allies 11/94 $42.99 Flight Leader 12/94 $24.99 On To Richmond 06/98 $34.99 The New Acquire 06/95 $25.99 ment and engagements. Play any 
Battle Mist 10/98 $42.99 For The People 08/98 $43.99 Pax Britannica 12/94 $19.99 Twilight War 10/98 $16.99 of 12 scenarios or command the 
Battle of the Bulge 03/95 $19.99 Gettysburg 12/94. $17.99 — Raid on Richmond 05/95 $21.99 US. Rails 12/96 $12.99 entire Eastern Front. Wage war on 
Bells of War 05/98 $42.99 Give Me Liberty 04/95 $22.99 Rebels & Redcoats tor 2 05/95 $26.99 Victory in Normandy 02/95 $11.99 me) real terrain with realistic command 
Blue & Gray 10/95 $25.99 Guerre de l'Empereur 11/98 $42.99 Republic of Rome 12/94 $32.99 War To End All Wars 08/98 $17.99 -. and control - no hexes, no turns, 
Breakout:Normandy 12/94 $24.99 Hannibal 03/96 $33.99  Richtofen's War 12/94 $21.99 War of 1812 01/95 $34.99 | just pure simulation of military 
Britannia 12/94 $21.99 Harpoon Rulebook 11/96 $15.99 Rise of Luftwaffe 01/95 $24.99 War of the Rebellion 04/98 $28.99 1 command. Authentic, richly 
Caesar & Cleopatra 11/98 $25.99 History of the World 12/94 $29.99 Risk 03/96 $34.99 We the People 12/94 $34.99 detailed maps convey tremendous 
Campaign to Stalingrd 01/95 $29.99 Hitler's War 12/94 $16.99 Russian Campaign 12/94 $19.99 Wizards Quest 01/95 $21.99 1 depths of information. 
Campaigns Civil War 02/95 $24.99 Hobbit Adventure 06/95 $32.99 Samurai Swords 04/97 $42.99 Wooden Ships Iron Men 12/94 $21.99 inter. Magic oe) 
Circus Maximus 12/94 $11.99 Joan of Arc 08/98 $49.99 Scrabble Dix 08/97 $42.99 World War One 09/95 $11.99 Release: 2/9 
Colonial Diplomacy 01/95 $44.99 Knightmare Chess 2 06/98 $13.99 Settlers of Catan 11/96 $29.99 Yellowstone 11/98 $21.99 PC CD 
‘Tees PLAYSTATION | | NINTENDO 64 | ‘QUAKE II' Quake was just 
A Bug's Life 11/98 $42.99 Madden Football 99 09/98 $42.99 Bomberman Hero 09/98 $52.99 N64 Controller Gray 10/96 $26.99 foreplay. Now comes Quake 
Apocalypse 11/98 $39.99 March Madness 99 02/99 $44.99  Conker's Quest 01/99 $53.99 N64 System 09/96 $139.99 staese ll. Includes larger, mission 
Armored Core Proj Phan 10/98 $36.99 NBA In the Zone 99 02/99 $46.99  Cruis'n the World 10/98 $52.99 NASCAR 99 09/98 $54.99 "ee based levels, superior artifi- 
Battleship 01/99 $39.99 NHL Hockey 99 09/98 $42.99 Dual Heroes 11/98 $56.99 NBA In the Zone 99 02/99 $56.99 7) cial intelligence, and wicked 
Bomberman Phantasy Race01/99 $44.99 OddWorld Abe's Exodus 11/98 $44.99 Duke Nukem Zero Hour 03/99 $68.99 NFL QB Club 99 11/98 $64.99 "dead multiplayer capabilities. 
Broken Sword 2 04/99 $44.99 PSX Dual Analog Contr 05/98 $29.99 Earthbound 02/99 $66.99 NHL Breakaway 99 11/98 $54.99 J Experience smoother 16 bit 
Civilization 2 01/99 $39.99 Sony PSX 7000 06/98 $139.99 F-Zero 64 11/98 $52.99 Penny Racers 01/99 $52.99 iy graphics and real-time light- 
Colony Wars 2 Vengeance 11/98 $41.99 Parasite Eve 09/98 $49.99 FIFA Soccer 99 12/98 $54.99 Perfect Dark 02/99 $62.99 Ww ing effects. 
Crash Bandicoot Warped 11/98 $42.99 — Silent Hill 03/99 $44.99 Jet Force Gemini 02/99 $62.99 RayMan 2 03/99 $62.99 >~ 
Darkstalkers 3 11/98 $36.99 Tenchu 09/98 $44.99 Knife Edge 11/98 $49.99 Shadowman 01/99 $66.99 i, 
Duke Nukem Time Kill 10/98 $44.99 Tomb Raider 3 11/98 $49.99 Legend River King 02/99 $54.99 South Park 12/98 $66.99 old 
Jeff Gordon Racing 01/99 $46.99 Twisted Metal 3 11/98 $42.99 Legend of Zelda 11/98 $69.99 Star Wars:Rogue Squad 12/98 $54.99 Activision (Shooter 
Legacy Kain Soul Reavr 01/99 $46.99 WCW NWO Live Thunder 12/98 $45.99 Madden Football 99 09/98 $53.99 Turok Dinosaur Hunter 2 11/98 $64.99 Release: sl 
Lunar Silver Star Story 01/99 $54.99 Xenogears _ 10/98 $46.99 Monaco Grand Prix 02/99 $59.99 WCW/NWO Revenge 10/98 $64.99 PSX 
; | ; 
COMPUTER GAMES: BUNDLES _______ COMPUTER GAMES: ARCADE | SSS en 
Action Hall of Fame 11/98 $35.99 Quake: The Offering 10/98 $29.99 Asteroids 11/98 $35.99 MS Pinball Arcade 11/98 $31.99 Z-. REAVER' Continues the 
Ages of Myst 10/98 $49.99 Rebel Assault 1 & 2 10/98 $32.99 Balls of Steel W95 01/98 $29.99 Pro Pinball Big Race USA 11/98 $29.99 2 2 story of Kain, evil vampire. 
Battlegrnd: Coll 1 or 2ea 10/98 $37.99 Sierra's Quest Series 1 11/98 $35.99 Centipede 10/98 $37.99 Rogue Squadron 12/98 $46.99 C.. Full 3D polygonal environ- 
Gabriel Knight Coll Ed 12/98 $36.99 StarTrek Fed Compltn 11/98 $19.99  Choplifter 12/98 $44.99 Silver 02/99 $32.99 © ments to explore with abili- 
Great Battls Sries CE 10/98 $37.99 Tot Annihiltt Comm Pk 11/98 $46.99 Earthworm Jim 3D 12/98 $37.99 South Park 04/99 $43.99 er ties to shunt from one world 
Might & Magic Compilatn 11/98 $29.99 Ultimate Wizardry Archvs 11/98 $26.99 Get Medieval 09/98 $29.99 Speed Busters 11/98 $37.99 tf to another. Run, jump and 
Police Ost SWAT Free Pck 11/98 $39.99 Ultimate WW2 Gme Clictn 10/98 $38.99 House of the Dead 09/98 $39.99 WCW Nitro 12/98 $39.99 + %. > fly while harvesting souls for 
Prince Persia Coll LE 11/98 $18.99 You Dn’t Knw Irrvrnt Coll 11/98 $42.99 Machines 02/99 $44.99 Wetrix 02/99 $32.99 oa ‘aie ihe dark iastek 
| COMPUTER GAMES: TRADITIONAL | FREE GAME OFFER! ice, 
Battleship 11/96 $19.99 Scrabble 09/96 $24.99 & 2. Crystal Dynamics 
Boggle 10/97 $19.99 Shanghai Double Pack 09/97 $25.99 _ — RPG 
Bridge Delux 2 W95 02/98 $21.99 Shanghai Dynasty 12/97 $36.99 Spend the specified amount on any in-stock software and choose one free Release:2/99 
Seareasick Giliands 06/97 $23.99 Slingo 10/98 $19.99 IBM game from the corresponding list. Request must be made at time of PSX 
order. Offer good on in-stock software only, while supplies last. Limit 2 per 
Chessmaster 6000 09/98 $34.99 Solitaire Dix W98 11/98 $35.99 | eystomer. Valid through 3/10/99. j 
Clue: Murder Boddy Mnsn 10/98 $27.99 Sorry 04/98 $19.99 ‘SONY PLAYSTATION’ CD 
Dragon Dice 06/97 $19.99 Star Trek Game Show 04/98 $35.99 , ‘ uality sound & full frame video 
Sabvasrit Le 11/98 $27.99 Star Wars Behind Magic 10/98 $42.99 Spend $60 Nemesis CD,Ravenloft 1&2 CD, Riddle Master Lu CD,Wolf CD saan ae This system 


Hong Kong Mahjong 12/96 $21.99 SWars Millenm Flcn Plyst 11/98 $44.99 |Spend $100 Excalibur 2555 CD,Grt Naval Battles 3&4 CD,Realms Arkania 
Hoyle Card Games 11/98 $29.99 Stratego 11/98 $27.99 Trilogy CD, Virus CD 


can render up to 360,000 poly- 
gons/sec for smooth & seamless 


Jeopardy by Hasbro 10/98 $27.99 Ultimate Yahtzee 11/96 $19.99 graphics. Realistic digital light- 
Kuba 12/98 $29.99 Wheel of Fortune Hasbro 09/98 $27.99 |Spend $200Conquest New World Dix CD,Flight Commander 2 CD, Jagged ing & texture mapping, & 360 
Monopoly 10/95 $28.99 X-Files Unres Access 04/98 $28.99 | apltiance Deadly Games CD,Master Orion 2 CD degree camera movement keeps 
Relativity 11/98 $39.99 You Don't Know Jack4 11/98 $39.99 you in the action at all times. 


Includes controller, backup ram, 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 3 
power cable & TV connector 


subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee | 


T 


japplies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The | 


Standard fear Express Express Mail To Mail To 


"per order’ charge is charged once per order placed, the “per item” charge is charged once eee U.S. Mail , Canada The World eo Sony (Hardware) 
é ; ot ; eee 7-10 Days 2-3 Days 2 Da 1 Day 4-7 Days 7-14 Days ° 

for each item ordered and the "per shipment’ charge is charged once for each shipment We] per Order $1.00 $00. $9.00 $2.00 $2.00 $2.00 Release: NOW 

make to you. For each US order $10.00 will be allocated to a 12 issue subscription to} Per Shipment $1.25 $1.00 $5.00 $43.00 $2.00 $2.00 PSX 

Computer Games Strategy Plus. Call for details. _ |__Per Item $0.75 $1.00 $1.00 $2.00 $2.00 $6.00 
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Sermon on the suits 

You, and some of your readers, seem to have a 
problem understanding the Suits. | had 40 
years to observe them closely, due to my level 
of technical authority in most of my jobs as a 
sort of a traveling DOD [Department of Defense, 
for the acronym impaired -ed] hobo. 

First off, very few of them have the intelli- 
gence required for the ability to discriminate 
between technical authority and “/ can fire your 
ass right now” authority. Intelligent people lis- 
ten very carefully when | speak mathematics or 
theoretical physics; but if | tell a Suit “this part 
must be made from platinum” the Suit says, 
“yes that’s nice, but we have decided to make it 
out of zinc for marketing reasons”; and their 
“authority” does in fact override the authority 
of the engineer or scientist. Often things don’t 
work at all, or “accidentally” break very quickly. 
Sometimes they blow up and kill people, after 
which the cover up is activated, followed by 
punishment of the innocent. Oy, such stories | 
could tell... 

Second, Suits live in a world where you can 
make deals. | have always been sufficiently 
needed that | was never fired when | delivered 
(shitgun style) to the denizens of mahogany 
row one of my favorite sermons: “Mother 
Nature does not give a happy f*#k about your 
stupid opinion on any subject whatsoever. You 
cannot make ‘deals’ with her.” 

(Hard to get along with, unmanageable, not 
a team player...) 

Literally, |encountered more than one situa- 
tion in which | was asked “Well can’t we split 
the difference? Why be completely unreason- 
able? The techs measured 12 wuzzies. The 
specs demand a minimum of 24. Now if you 
would just say 18, it would look good enough 
for a continuation study. Don’t you like us?” 
(Recall Catch 22) 

Suits (like all other humans), think in terms of 
what they perceive as their best personal inter- 
est. The more intelligent may have the ability to 
see their long term interest as overriding today’s 
satisfaction. If | commit “good” or “unselfish” 
acts because | believe | will be rewarded in heav- 
en, | am nevertheless looking out for #1. One 
definition of insanity (or at least irrationality) is 
for you to behave in a fashion contrary to what 
you really perceive as your best personal inter- 
est, balancing long term considerations against 
short term. Many people who are regarded as 
irrational by others are actually behaving in a 
perfectly rational manner; it is the fundamental 
assumption set which is different. 

Thus you must look at the Suit’s paradigm, 
which determines his value system. Almost 
invariably it is immediate monetary profit, 
which will make him look good to the stock 
holders; by the time the shit hits the fan he is 
somewhere else, and his complicity in the mess 
is never even noticed where it could hurt him. 

There is also a good old boy network among 
them which serves for mutual cover when things 


really get bad. Fire half a dozen top guys from 
F*#koff Corp. with a lot of fanfare and publicity. 
Within a week they are absorbed into the sancti- 
fied mahogany halls of F*#kemall Corp. 

The Suits (this is hard to believe, but that 
level of stupidity actually exists and is common 
in high places) were encouraged every time they 
did something without a failure. We cringed, 
because it was a case of aiming a one-bullet-in- 
one-chamber six shooter into a crowd, pulling 
the trigger, and getting increasingly confident 
that your actions were not dangerous each time 
the gun fired on an empty chamber. We were 
patted on the head and told to go play with our 
erector sets while the important people made 
the decision, one made solely on political and 
monetary grounds. 

My quiet reporting of my fears to what | 
thought were friends in high places who could 
put the brakes on merely lost me some 
“friends.” When | discovered that | had been 
hired as a figurehead, myself and others 
resigned with loud protests so at least they 
couldn't get away with that particular lie. None 
of our recommendations were taken seriously, 
because fixing the undeniable flaws, doing 
things right, would cost money. 

| tell you the above to help you understand 
what is going on in the gaming industry. The 
big difference is that bad games don’t kill 
people. (Unless a severely disgruntled player 
goes postal!) 

The old one, 
Doc 


Bad games don’t kill people—bad people kill 
games. Ask anyone in any industry if they know 
the people described in this letter—despite some 
seemingly insisting otherwise, games aren't the 
only industry with a chasm between the “suits” 
and the “talent” —ed 


Praise for Half-Life 


Your review of Half-Life could not have been 
more correct. I’m glad to finally see a game 
with a great story that manages to have the 
same creepy feel of DOOM. For me, it will be 
hard to top this game. Great review. 
Daryl Huhn 
Via Internet 


My compliments for not claiming Half-Life is 
“unprecedented” and for noting that its spiritu- 
al predecessor is System Shock. 
Being a successor to System Shock is no 
mean achievement. 
James Sterrett 
Corinne Mahaffey 
Via Internet 


In one of the captions for your Half-Life review, 
you criticized the spelling of Sierra’s program- 
mers. While ordinance normally refers to a 
law, looking it up in an unabridged version 
would reveal that in an obsolete reference 


used by Shakespeare, ordinance is synony- 
mous with ordnance. 
Christopher Capoccia 
Via Internet 


Who knew Valve were big Shakespeare fans? 
What a wonderful homage to an amazing writer, 
and an even better computer gamer. —ed 


Oops 
| read your article about Outcast and | just 
wanted to tell you about a mistake in regards 
to Alone in the Dark. Appeal didn’t create it, 
because | did when | worked for Infogrames in 
1992. After that game, | created a company 
called Adeline Software where we made Little 
Big Adventure. [A brilliant game inexplicably 
renamed Relentless in the US. -ed]. Now we are 
“No Cliché” and we work for Sega. 
Frederick Raynal 
www.nocliche.com 


Rating the rants 

Your Rebound section cracks me up. Between 
these hardcore gamers who measure an arti- 
cle’s location in centimeters (was the title not 
good enough?) to children who’s idea of matu- 
rity is to use “suck” in describing the editor of a 
magazine. After all, where is the thesis state- 
ment of “why the editor sucks?” | missed the 
supporting details in Odio’s post [CGS+ 98]. 

The “quirky” readers are fun to poke at, and 
your responses show much class and dignity. 
And while I’m sure sucky editors exist some- 
where, CGS+ needs not to worry. 

Keep the laughs coming, and those really 
funny subtitles. 

Lance Darcy Kanawati 
Via Internet 


Polygon confusion 
Your review of Madden NFL 99 [CGS+ 98, pp. 
156] included a screenshot of player 86. It is 
true that the graphics are impressive, but | 
have no idea what the referee and the oppos- 
ing team’s player are doing to Barry Sanders. At 
least, | hope they’re not doing what | think 
they’re doing. 
VooDoom 
Via Internet 


What do you think they’re doing? Send your 
favorite description to editor@cdmag.com. To us, 
it appears... uh, as though they’re merging into 
some sort of tiber-player. —ed 


rr 
WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 
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"It has been quite some 
time since I have 
played a game that I 
am so enthusiastic 

~ about. Check this one 

- out—you'll love it." 


— Happy Puppy 


www.interplay.com /fallout2 
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